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THE METAL WILL LIVE ON 

t AS A HUGE rhythm-action fan, 

I’m in my element right now. Rock 
Band has returned, meaning I 
can welcome back an archive of 
amazing DLC tunes I bought back 
in the day and while I’m a little disappointed 
that /?S4 turned out to be a bit light on content, 
there are few developers I trust more than 
Harmonix - if the team says features like online 
play and Practice mode could still be added 
down the line. I’m inclined to believe them. 

I’ve not just been dusting off my old gear, 
either - I’ve actually added to my mountain 
of plastic instruments by picking up the new 
Gu/far Hero controller and I’m loving the fact 
that the new button layout presents a fresh 
challenge. Not since DJ Hero have I had to drop 
below Expert to get my head around new inputs 
and even though I’m back on Expert already (I 
play guitar, so chord shapes make sense to me), 
the tougher songs still present enough new 
shapes and patterns to keep me on my toes. 

But let’s not see a repeat of last time, eh? 
Harmonix has stated that it intends for RB4 to 
be the sole platform for the series, improved 
and added to over time rather than replaced by 
sequels - it’s a much better model, frankly, and 
one I think we’ll come to see a lot more games 
adopt. But what about Guitar Hero? If Live does 
well, will Activision be able to resist reaching for 
Freestyle’s udders and getting a sequel ready 
for this time next year? I sure as hell hope so - 
GHTV already stands as a solid foundation on 
which to build and if the team is allowed to focus 
its attention on this novel streaming system 
and keep pumping it full of sweet new content, 

I reckon it’d make more money through its 
monetisation than by going down the sequel 
route again. That’s what killed my favourite 
genre last generation, and I’ll be damned if I’m 
gonna sit back and watch that happen again... 

Enjoy the issue, and I’ll see ya online. 

LUKEALBIGES 

EDITOR 
@LukemonMGJ 
PSN: PorthMinster 

CURRENTLY PLAYING 

Guitar Hero Live 
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What is bravery, without a dash of recklessness? 



DARK SOULS Ml 

Miyazaki on the making the 
best Dark Sou Is yet 
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DARK SOULS III 



WE 
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THE 

LORE 





(AND THE LORE WON) 

How From Software turned failure into 
education, and why Dark Souls III is the 
studio’s most important game yet . 

W here hand-holding and clear, 

linear experiences are the modern 
standard, From Software has made 
a name for itself by stabbing this trend in the 
back. Pleasingly, its unique blend of brutally 

tough action-RPG bleakness has carved a niche irector Hidetaka Miyazaki he 

for itself with players who don’t just want to go I Tight onthis. “The key concei 

to waypoints or follow a man, but now the team T ^ series is feeling accomplishi 

faces a new challenge. We’re three Sou/s games through overcoming difficulty’ so the 

(and Bloodborne) in now and although new no option to simply lower the difficuli 

enemies and settings force us to adapt a little, but I don’t want to make this game al 

skilled players still go into a new Souls game with impossible to clear either,’’ he muses 

the advantage of experience -if the series is to objective is making the game ‘possib 

retain itsstandingasoneof the toughest out accomplish’. ” That’s actually a more 

there, these players need to be tested in entirely way of putting it than simply calling ii 

new ways. But how can a game possibly hope to impossible’ - surviving falling out o1 

challenge those veterans without raising the bar is possible to accomplish’, but we’d r 

too high for newcomers to get over at all? give it a go. “I want to keep both the p 












D irector Hidetaka Miyazaki helps shed 
light on this. “The key concept of this 
series is ‘feeling accomplishment 
through overcoming difficulty’ so there’s 
no option to simply lower the difficulty - 
but I don’t want to make this game almost 
impossible to clear either,’’ he muses. “Our 
objective is making the game ‘possible to 
accomplish’.’’ That’s actually a more terrifying 
way of putting it than simply calling it 
‘impossible’ - surviving falling out of a plane 
is ‘possible to accomplish’, but we’d rather not 
give it a go. “I want to keep both the possibility 
of accomplishment and the difficulty itself,’’ 
he continues. “Therefore, for example, adding 
observation, planning or learning to the basic 
difficulty situation adds to the importance of 
‘non-skiir elements.’’ 
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► GO H ARD OR GO HOME 

Miyazaki on the art of creating challenging games 



“First of all, we decide the difficulty. The difficulty exists only to feel a sense of accomplishment, so it must be 
overcome and not be unreasonable. The concept of instant death and challenging combat is important, but we 
don’t put too much stress on preventing the operability or actions of the player, so the difficulty is adjusted by 
those matters. After that, the standard value of the difficulty is decided. How many attacks are needed to 
kill or be killed by an enemy? What about if the player is armoured? At the same time, concepts or the ^ 
— characteristics for each enemy are discussed, so we adjust the value again to make them matched. 

V ^ Then, we move on to play test and further adjustment, but the steps don’t always go to plan.’’ 



N ew mechanics can also 
help keep players on 
their toes, and beginners 
and experts alike start on the 
same level here. “Dar/c Souls III 
has Skills or other new elements 
to overcome these situations,” 
Miyazaki says, referring to 
each weapon’s unique abilities. 
Activated with L2 while two- 
handing (or indeed dual-wielding 
- twin katanas now fit into the 
right hand slot), the effects vary 
from a buff with the mace, a 
‘ready’ stance with the straight 
sword that leads to extra piercing 
attacks and a sweeping area 
attack with the dual blades. It’s 
likely that these will be shared 
between weapon families rather 
than unique to each named piece 
of equipment but still, that’s a 
whole new factor to consider when 
picking what weapon works best 
for you. These drain a ‘mana’ bar 
(there’s no official name for it yet. 



we’re told) that is shared with 
spell uses and which can be 
topped up with a second ^ 

Estus Flask, this one of J- 

the Ash variety. It’s a neat 
consolidation of several 
old features into one 
resource, and this could later be 
tapped by other abilities and items 
as well. “I think seasoned players 
will feel refreshed and enjoy new 
strategies too,” says Miyazaki. 
“And for the new players, I want 
to make it difficult, of course, but 
accomplishable and enjoyable.” 



T hat’s just as well, since 
DSm is likely to attract a 
fair few players who are 
new to the series - Bloodborne 
did remarkably well and the 
positive critical reception and 
word of mouth convinced many 
players with no Sou/s experience 
to take a horrible holiday in 
Yharnam. “I am very happy if 
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those who played Bloodborneare 
interested in Dark Souls ///too, 
says Miyazaki. “However, this 
doesn’t mean I would change the 
approach of the development. I 
believe that Dark Souls III must 
be developed as its own individual 
series.” There’s a little crossover 
in terms of the general structure 
and difficulty level but go into 
Dark Souls ///trying to play it like 
Blood borne and you’re going to fail 
horribly. Trust us, we tried. Where 
Bloodborne rewarded aggression. 
Dark Souls, conversely, rewards 
patience - it’s all about picking 
the right moment to land blows 
and not getting greedy, something 
that the regain system actually let 
you get away with a little bit. It’s 
a habit that quickly gets knocked 
out of you, mind, especially since 
enemy placement and types aren’t 
as defined as in previous games. 

In the area we played, for example, 
there are scores of zombie-like 
enemies that aren’t hostile unless 
provoked, but certain enemies 
can scream when they spot you to 
rally the entire horde - you either 
need to kill everything as you go, 
pick off screamers before they can 
alert the pack or be ready to deal 
with about ten enemies at once. 

In another twist, we encountered 
an enemy who would erupt into 
a hideous and more powerful 



foe if not killed quickly enough. 
Move sets in general seem wider 
and more considered (knights 
have a move where they spin and 
slam their shields behind them 
to prevent DS//-style circle-strafe 
abuse, for instance) and there are 
more deadly creatures roaming 
the land as well, some of which 
have the stature to make you^ 
believe they’re actually bosses.' 



A s was Miyazaki’s intention 
it does feel like there’s 
enough new stuff going 
on to test returning players 
and at the same time, none 
of it grows the experience 
in a way that stands to ^ 

alienate newcomers. 

But after working on ^ 

something as enclosed 

and grim as 8/oodiborne, > 

surely returning to the ' 

fantasy universe of the ij 

Sou/s series is oddly (f 

refreshing? “It has ,'r 

been a long time so 

I do feel refreshed, 

as you say,” ^ 

confirms Miyazaki. ^ 

“Development of 

Bloodborne and 

sinking into the battle 

of the hunter and 

the unique horror 

world was not only 
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AOxn Games don’t come 
much gloomier or more 
oppressive than Dark Souls.. . . 
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an exciting experience but it also 
allowed me to re-acknowledge 
the charm of a fantasy world or 
and the intrigue of Dark Souls for 
me. It is a rare chance to be given 
this opportunity and I want to use 
this fresh insight to benefit the 
development of Dark Souls III." 
Although there are some clear 
parallels between DSIII and 
Bloodborne, Miyazaki is keen 
to stress that there isn’t really 
any crossover between the two 
games in terms of development 
or approach. “Above all else, 
Bloodborne was a precious 
experience as it was the first game 
we developed for the current 
generation consoles,” he explains. 
“The learnings gained from this 



have been used for Dark Souls III, 
which includes trouble-solving.” 

I t’s not really all that surprising 
that the team is looking to 
downplay Bloodborne's 
influence on its new game - 
many elements of Bloodborne 
were simply evolutions of Souls 
staples, after all, so building 
on these actually has little 
bearing on or reference to the 
gothic spin-off. One of the core 
areas in which we see growth 
is level design, returning once 
again to having expansive areas 
interconnected with shortcuts to 
make boss runs (you’ll likely need 
a few goes on each) a little more 
manageable now that enemies 
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PREPAREirO DIE 



One of the main things you need to know going into a Souls game is that you will 
die. Like, a lot. Fortunately, there are already games that can help prep you for 
this kind of mental anguish, so here is our expertly curated selection of things to 
play that will help prepare you for your inevitable failures... 



METAL GEAR RISING: 
REVENGEANCE 

Blast through on Normal and then the 
harder modes to unlock Revengeance 
difficulty. Here, pretty much everything 
Iwill be able to one-shot you. 



BLOODBORNE 

This exclusive wasn’t any easier than 
the core Souls games, sure, but it 
might be worth trying your hand at a 
New Game-r or challenge (Bloodtinge 
build, anyone?) run just to keep your 
skills sharp until DS/// invades your life. 



LORDS OFTHE FALLEN CATHERINE 

The difficulty here lies not so much in A curveball, sure, but hear us out. The 
getting through the game as in tricking later stages of this odd puzzle game 

your brain into thinking this is anything demand extreme mental gymnastics 
more than a Souls clone. It’s okay, but - the kind you’ll need to beat DSIH's 

•you’ll appreciate the real deal more bosses without a trip to the shops to 

once you’ve played this pretender. grab a replacement controller, in fact. 



“OUR OBJECTIVE IS 
MAKING TTTE GAME 
POSSIBLE TO ACCOMPUSH’ 



no longer despawn after killing 
them enough times. It sounds as 
though Miyazaki and his team 
are taking this structure to the 
extreme this time out, too. “The 
scale of the map is one of the 
biggest changes,” he tells us. “The 
map with complicated three- 
dimensional construction is my 
favorite, and the scale is increased 
greatly.” And even though fast 
travel will be available from early in 
the game, that doesn’t mean that 
you’ll be able to skip troublesome 
areas - it just means that you’ll 
have to be that much more 
thorough in your search for the 
series’ few safe zones. “Regarding 
level design, it means that the 
player has a greater reason to 
find bonfires in the game,” 
Miyazaki confirms. 



co-op and invasions across all 
characters means that you are 
never safe. We are likely to see 
this put to good use by the 
Dark Souls Ill's Covenant 
system, although Miyazaki 
doesn’t want to spoil this for 
players. “I can’t talk about 
the details but the Covenants 
are this time slightly different 
compared to the past series,” 
he states. “It will be a chance to 
explore various new situations 
in the simple multiplayer of 
co-op and invasion.” 



t feels familiar, yet original 
- easy to grasp while still 

master. New 



^difficult to truly 
challenges await even the most 
hardcore Sol//s veterans, and 
we couldn’t ask for much more 
than that. “The development of 
Dark Souls III is currently at its 
height,” Miyazaki says in closing. 
“We are doing our best to deliver 
an exciting game, which we hope 
you look forward to.” 



T hose looking for a slightly 
easier ride can still 
summon help in the form 
of Phantoms, although a shift to 
having reusable items for both 
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THE PHANTOM PAIN 

How Dark Souls Ill's new mechanics affect competitive play 



FASHION SOULS 

Stats be damned - the best 
armour you can wear in Dark 
Souls is whatever looks best. 
Rocking up in low-level gear can 
intimidate other players, too. 



ROLL WITH IT 

Although the Agility stat is 
apparently gone, weight limits will 
still impact roll speed. If you want 
to be able to evade invaders with 
ease, keep your loadout simple. 



ADAYTORETMBER 

While you’re the host of a world, 
using an Ember - a similar 
consumable to Humanity - gives 
you a health boost, and most 
likely enables invasions as well. 





TRY USING TWO HANDS 

Since the new Skills require you 
to be two-handing a weapon, 
seeing an opponent put the shield 
away should give you fair warning 
for what will happen next... 



INAADERS MUST DIE 

It’s not difficult to spot any 
miscreants trying to impede your 
progress as they have this deep 
red glow. Co-op partners, on the 
other hand, have a white-blue tint. 



"WHERE BLOODBORNE 
REWARDED AGGRESSION, 
DARK SOULS CONVERSELY, 
REWARDS PATIENCE’ 
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After the end of Human Revolution, 
an event was triggered that sent every 
augmented human in the world into 
fight-or-f light mode, causing chaos as 
they attacked civilians. Fast-forward two 
years to 2029 and augmented humans 
are looked at with disgust. It is the 
conflict that emerges which forms the 
backdrop for Mankind Divided. 



YOUHEA 
DOUBLE AGENT 



The protagonist of Human Revolution, 
Adam Jensen, returns in Mankind 
Divided. He works for a coalition that is 
focused on combating terrorism, which 
in this world is attributed to Aug-rights 
organisations. Jensen is suspicious of 
what is going on behind the scenes, 
suspecting foul play. Consequently, he 
is operating as a double agent, working 
alongside an activist group called the 
Juggernaut Collective to find out how the 
Illuminati might be manipulating events. 



De/jsExisn t going to simplify the conflict 
in the game with cheap moralising and 
it isn’t going to make the mistake of 
equating the violence of the oppressor 
with that of the oppressed. It’s going to 
be hard to present the story in this way 
but we’re confident Eidos will deliver. 

With things like prejudice and hacktivism 
forming key strands of the game’s story, 
there’s also potential to reflect on what’s 
going on in the world today. 



We delve into the shadowy world of seorets and oonspirao\ 
that IS the latest entry in a legendary action RPG series 



^1 PRAGUE IS 

The game looks incredible from a visual 
perspective. What we know so far 
suggests that the game will primarily 
be set in Prague. It is full of detail and, 
more importantly, it looks like its streets 
are alive with citizens going about their 
business, lending authenticity to the 
place. We love the way that the game 
is blending its cyberpunk style with 
European architecture, too. Seeing the 
future layered over the past with makes it 
far more compelling than the generic 
sci-fi architecture that we usually see. 
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Eidos Montreal describes Deus Exas 
having four pillars: combat, stealth, 
hacking and social. You choose in which 
of those areas you want to focus your 
upgrade points and how you want to play 
the game. You can, for example, focus 
on upgrading abilities related to stealth 
and hacking and sneak through without 
anyone knowing you were there. 



You’re able to customise your weapons 
on the fly while you’re out in the field 
in Deus Ex. You can attach a silencer, 
change the sights, the gun’s firing 
pattern, whack on a scope, or switch out 
the ammo type. EMP ammo, for example, 
is useful when you’re confronted by a 
camera that you want to take out. It’s all 
done in a really slick way, too - rather 
than backing out to a menu, Jensen 
simply raises his gun into view and the 
customisation options appear on-screen. 



We haven’t seen it yet, but Eidos Montreal 
has said that Mankind Divided has a 
large social hub for you to explore. What 
will you do there? Well, we presume 
you’ll be able to pick up missions and 
do a bit of shopping to pick up weapons, 
attachments and items to aid you in your 
missions. Social areas were a sparsely 
populated in Human Revoiution, but we’d 
expect that’ll change now that Eidos now 
has the power of the PS4 in its hands. 



Strongly related to those aforementioned 
four pillars of gameplay are the abilities 
that you choose to unlock and upgrade. 
The cloak and X-ray vision from Human 
Revoiution a^'e two abilities that make a 
return in Mankind Divided that are useful 
to stealth players, for example. As well as 
there being abilities that are useful 
to particular playstyles, however, there 
will also be ones that open up entirely 
new options. Deciding on what upgrades 
to take will completely change how you 
approach the game. 



AOX □ Golem City is a ghetto 
in Prague populated by augmented 
humans; Jensen should feel 
right at home here. - 
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^FEATURE I DEUS EX; MANKIND DIVIDED 

^aTASnSGONNA l^HACKFROM 

Stage ISanir 

One of the new augmentations making As well as building on the hacking 

an appearance in Mankind Divided is the systems introduced in Human 

stun arm. This one is going to be useful Revolution, Mankind Divided adds 

for those of you who like to play games the ability to remote hack devices. It is a 
stealthily. The stun arm enables Jensen far quicker and simpler system 
to lock on to up to four enemies - we based upon timing button presses 

imagine it’ll start with the ability to target rather than what we saw in the standard 

one and that you’ll have to upgrade it hacking in Human Revolution.YouwiW 

to target four as you progress through be able to use Jensen’s remote hacking 
the game - and take them out with ability to open up new routes and to 

electrified darts. disable robots and cameras. 

lf~|irSGOT lUPINENEMIES 

I LJ GUNK I I TOWAUS 

The new Icarus Dash looks like an ability One of the new gadgets set to appear in 

that’s going to have a major impact on Mankind Dividedls the Nanoblade, 
how levels are designed by virtue of which is a rather long retractable blade 

the way it allows you to move around. It that Jensen can fire from his arms at 
functions a bit like Blink in Dishonored- enemies. The Nanoblade is incredibly 
you aim at where you want to go and then powerful, to the point that it can pin 

Jensen dashes towards it. You could use Jensen’s enemies to walls. It can also, 
this to quickly leap up to another floor to weirdly, be charged as an explosive 

get a better position while in combat, or device, meaning that you can fire it off 

to avoid fights all together by accessing a at enemies who are grouped together 

route you wouldn’t be able to otherwise in order to take out more than one in a 

and bypassing enemy guards. single, explosive, shot. 

IIGAHERIES ICVOUNEEO 

I Iaregone IStgexplore 

It looks like Eidos Montreal has revamped Exploration is going to be a vital part of 

the power system that limits how Deus Ex: Mankind Divided. You will find 

much you use your augmentations. all kinds of opportunities and routes to 

In Human Revolutionltwas based on take by exploring your environment. This 

batteries, which wasn’t a great system could simply mean finding an alternative 

for a number of reasons we won’t go into route. It could mean hacking a computer 

here, because it looks like they are now to find a password that will let you gain 

irrelevant. It seems that Mankind Divided access to a security system. It could even 

uses a simple power bar. Similarly to mean finding a character that will give 

Dishonored, a small amount of the bar you Intel that will completely change how 
will recharge after a period of time. you approach a level. 

HACKMG2JI 1 3 C0NBATI8 

C ISHERE I D GETTHI 

There are varying opinions of the hacking Eidos has said that the combat element 
in Human Revolution, but we’re fans. We of Human /?evo/uf/on wasn’t on par with 

enjoyed the risk/reward element in that the stealth element of the game, and that 
everything you captured carried a risk of you were somewhat encouraged to play 
triggering the defence systems, turning the game a certain way, which isn’t what 

hacking into a race against time. Mankind the developer wanted. As a result of that, 

D/wc/ec/builds on that with Hacking 2.0, it has put effort into making Mankind 

which is a fancy way of Eidos Montreal Divided a better shooter. What we’ve 

saying that it has added some new seen suggests it has been successful, but 

elements to make it even more engaging. we need to go hands-on to be sure. 




ALEX VEGA 

Alex Vega is a principled woman who had to leave her job 
as a Belltower pilot after helping to expose its illegal drug 
operation. She now works with the Juggernaut Collective 
and is aiding Jensen with his investigations. 



CASTING CALL 

We pick out some of the game’s key players 



ADAM JENSEN 

After his failed attempt to save the world at the end of 
Human Revolution, Jensen is left bitter and disillusioned. 
While he works for a counterterrorism unit, his real target 
is the people responsible for the events of the first game. 



TALCS RUCKER 

Rucker is a political activist and the leader of the 
Augmented Rights Coalition. He is an advocate of non- 
violent resistance and wants to find out who is behind 
the terrorist attacks being attributed to his organisation. 



Chikane is a highly skilled pilot who works with Jensen 
as part of Task Force 29. He is a rather salty fellow who 
doesn’t particularly like Jensen due to his distrust of 
augmented people. 



VICTCRMARCHENKC 



JIM MILLER 



Miller is the director of Task Force 29, the unit for which 
Jensen works at the beginning of the game. He’s 
always been a man that follows orders, but is starting to 
question some of his superior’s decisions. 



ELIAS CHIKANE 



Like Tabs Rucker, Marchenko is a member of the 
Augmented Rights Coalition. Unlike Rucker, however, 
Marchenko wants to turn the fight against oppression 
into a much more violent one. 
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DEUSEX; 

THEFALL 



DEUSEX 



^ DEUSEX: 

\ INVISIBLE WAR 



AOXD Cameras can now be 
hacked from a distance thanks to 
the new remote hacking s^em. 



i||y 



Speaking of combat, Eidos Montreal has 
showed off a new ability that is surely a 
must for those of you aren’t interested in 
the stealthy option and want to go in all 
guns blazing. It is called the Titan Shield. 
We don’t know the scientific justification 
for how it works, but, essentially, it covers 
Jensen in an opaque shield made of lots 
of small hexagons (which is, of course, 
the most Deus Exshape there is) 
allowing Jensen to absorb a large 
amount of damage. 



Unquestionably the worst part of Human 
Revolution were the boss fights. The only 
option for dealing with them was to go 
toe-to-toe, which went against the focus 
on choice in every aspect of game and 
punished anyone who hadn’t upgraded 
their combat abilities. Eidos Montreal 
is fixing that in this game by ensuring 
that you don’t /?ave to fight bosses if you 
don’t want to; there will be other ways of 
dealing with them. The game will be far 
better for that change. 



There s yet another exciting new ability 
in Deus Ex: Mankind Dividedthat's 
going to be useful to those of you who 
want to do away with stealth and play 
the game like a straight-up shooter. The 
game allows you to enter a Bullet Time 
mode, called Focus Mode, which 
is reminiscent of the Max Payne 
games. That slow-motion ability 
obviously lends itself to taking out lots 
of bad guys very quickly with some 
stylish slow-mo shots. 



THE DEUS EXTIMELINE 












FIREWAir 






combat 



Eidos Montreal has said that there will 
be bits of lore for fans to find relating to 
the original Deus Ex game in Mankind 
Divided. The game is actually set the year 
that Deus Ex’s original protagonist J.C. 
Denton, was born, so we reckon he could 
make an appearance in the game. Could 
we even been moving towards a Deus Ex 
remake when Eidos Montreal moves on 
from Mankind Divided? 



BREAC 






YOU CAN BE 
A PACIFIST 



IT’S OUT 



FACTION 

WARFARE 



This is a Deus Ex game, so of course there 
are competing factions with differing 
objectives and ideologies, all of which will 
probably be vying for the opportunity 
to work with you. The factions we 
know about so far are the Illuminati, an 
Aug-rights group called the Augmented 
Rights Coalition, the anti-illuminati 
Juggernaut Collective, and the counter- 
terrorist group that Jensen works for. 



We’ve talked about how important 
choice is to Deus Exand how the game is 
seeking to open itself up to player choice 
as much as possible. If there’s anything 
that encapsulates that ethos, it is surely 
this: you don’t have to kill a single person 
in the game if you don’t want to. The fact 
that the game is flexible enough to allow 
you to do just that is an shows how much 
it values freedom in your approach. 



1 ITW1L 
SOUND GREAT 



CHOICE 

MATTHIS 



The excellent audio director who 
worked on Human Revolution, Steve 
Szczepkowski, is returning for Mankind 
Divded. “We want Mankind Divided 
to feel familiar to anyone who has 
played Human Revolution, but to also 
and absolutely have its own identity,’’ 
Szczepkowski said when we asked him 
about designing audio for the sequel. 



As well as having choice on how you 
play the game, you can have a big 
impact on how the story progresses. 
Characters will live or die based on 
decisions that you make and Eidos 
Montreal has indicated that the game’s 
ending will be about more than selecting 
one of a number of pre-defined options 
as in Human Revolution. 



The release date for Deus Ex: Mankind 
Dividedls 23 February. Square Enix was 
running a pre-order system for the game 
where more rewards were unlocked 
based on the number of people that 
purchased it, with the highest tier being 
that the game would be released early. 
Everyone hated it, though, so Square 
backed down and fixed the release date. 











MANIFOLD GARDEN is one of the 

most intriguing and surely the most 
mind-bending game on its way 
to PS4. Take a cursory look at its 
impossible geometry and you won’t 
be surprised to hear it is inspired by 
the work of M.C. Escher (in fact, it 
was originally named Relativity after 
one of the artist's prints). Developer 
William Chyr describes the game as 
being about, “exploring architecture 
and consequences in a world where 
physics is turned upside down." The 
game’s puzzles seem to be primarily 
based on exploiting the way the game’s 
environment loops in on itself and 
manipulating cubes thatyou can use to 
trigger switches and redirect the flow 
of water, amongst other things. We’ll 
be honest, we’re still a little confused 
about how all that works in practice, but 
that’s inevitably going to be the case in 
a game like this where you really need 
to get your hands on it to comprehend 
the possibilities at hand. That’s one 
of the reasons we love indie games - 
they are prepared to experiment and 
present you with something the 



AOXn Look, don't ask us to 
explain it. Just accept that it looks 
incredible and go with it... 



likes of which you’ve never seen before. 
Manifold Garden isdoingjust that with 
its minimalist gravity-based puzzles 
and we can’t wait to give it a go on PS4. 

Another PS4 title we’re looking 
forward to - despite its painfully 
pretentious self-billing as a ‘fourth- 
person’ puzzle game - is PAVILION. 
There’s a wonderful dream-like quality 
to the game’s labyrinthine world, 
which is rendered in intricate detail. 

You are thrown into that world without 
any explanation of why you’re there 
and there are no tutorials explaining 
whatyou should be doing and how 
you should do it. It is a question of 
interacting with the world to discover 
what you can do and to learn more 
about the place. The twist that makes 
the game interesting is that you don’t 



control that little dude you can see in 
the screenshots. Instead, you interact 
with the game’s environment in order to 
guide, or even force, him to travel in the 
right direction. For example, you might 
ring a bell to catch his attention, or 
move a stone block to send him running 
in another direction to avoid being 
crushed. There’s little detail on what 
more the game will entail, because the 
developer says that it is an experience 
that is at its best when it’s still got a 
shroud of mystery about it. Fair enough. 
We’ll let you know whether it’s as good 
as it looks when we get our hands on it 
and give it a go for ourselves. 

We know far more about 
STARBOUND by virtue of the fact 
that it has been in early access on 
PC for ages. The game is a bit like a 
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/A Myriads Erlend Grefsrud talks 

_y/L^ W IJii'U/r-uLrNA U about the Pareto principle 



Suits like to trot out the 80/20 - or the Pareto - principle to explain 
the unexplainable. 80 per cent of the game is done in 20 per cent of the 
time. The flash phase of development: You solve big, important 
problems every day! 

Sadly, the last 20 per cent will take 80 per cent of your time. You enter 
the grind phase when you start fixing all of those little problems. 18 
months ago, I estimated three months of debugging and polish. Today, I’m 
certain there’s less than 10 per cent left to do, so I’ve cleared Pareto - well, 
unless there’s a 90/10 principle. 









Our indie expert Paul Walker-Emig delves into the exeiting, strange and intriguing 
world of indie development to piok out the best of what’s ooming to PlayStation 



FEATURE INDIEVELOPMENT 








PIXEL NOIR 



“THERE'S A WONDERFUL 
DREAM-LIKE QUALITY TO THE 
GAME’S LABYRINTHINE WORLD” 



A FISTFUL OF GUN 



DFWU)[liOm^^ 

PORTAL 



This game is something of a case of 
East meets West. From a gameplay 
perspective, it is a turn-based JRPG 
clearly inspired by classic Final 
Fantasy and its stable mates of 
the 16-bit era. It’s other key lies in 
American hardboiled pulp fiction - 
you play as a down-on-his-luck private 
eye with a crappy apartment and a 
brown trench coat. A slightly odd 
combination, perhaps, but one that 
looks like it could work well. 



2D pixel art No Man's SAy crossed 
with Minecraft. You start the game 
fleeingyour home planet and are 
presented with an infinite universe 
of procedurally generated planets to 
explore. On the surface of those planets 
you can mine for resources, engage in 
combat, undertake quests, build your 
own settlements, capture monsters, 
explore dungeons and craft weapons, 
and you can do it all in multiplayer, if 
you so choose. There's a hell of lot to 
Starbound, then, which explains why 
it has been in early access for so long. 
What we like in particular is that it has 
the flexibility, creativity and potential 
for exploration that you'd find in a 
game like Minecraft, but it also has a 
structure there for those who want it 
in the inclusion of story-based quests. 
The game won't force you to follow 
them if all you want to do is explore and 
build a home for yourself, but it's cool 
that the option is there. Starbound\s an 
incredibly ambitious game, despite its 



basic visuals. If Chucklefish can get it 
right, it could be very special. 

We're going to describe our final 
game as The Raid meets Blade Runner. 
NEON CHROME is about shooting 
your way through a residential arcology 
in a cyberpunk future. The top-down 
shooter isn't just about pointing and 
firing. Completing levels and finding 
items within the game will allow you 
to unlock new roles to aid in your 
quest of destruction. The game has a 
strong focus on replayability in that its 
levels have an element of procedural 
generation to offer you a different 
experience every time you play. Best 
of all, you can blow holes in walls: we 
like game where you can blow holes in 
walls. Neon Chrome is a little garish in 
terms of its visuals, but the important 
thing with a game like this is that it is 
fun to play. If Neon C/irome fulfills that 
criteria then we will happily forgive it. 
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You can’t tell us that A Fistful Of Gun 
wouldn’t be a great fit for console. 
Visually, this chaotic top-down shooter 
looks a little bit like a Western-themed 
Cannon Fodder. It’s got a bunch of 
characters that you can choose from 
with different weapons and abilities and 
the game also supports up to nine-player 
co-op. It looks like a hell of a lot of fun 
to us so we have got our fingers crossed 
that A Fistful Of Gun finds its way onto 
PlayStation in the future. 



AOXD The simplicity of Starbound's art style 
belies the complexity and depth of its systems. 



AOXD Sometimes we just want 
to play a game where we shoot 
things. Thanks, Neon Chrome. 



PLATFORMS: PS4, VITA 
ETA: NOV 2016 





© FAR CRY: BLOOD DRAGON You may 

have missed this bizarre luminescent 
standalone expansion for Far Cry 3. Go and 
correct that oversight - it’s superb. 



MEANTIME 
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Far Cry Primal 



Rumble in the jungle 

WELL, THIS ONE was a little out 
of the left-field. You've gotta hand 
it to Ubisoft sometimes, as for 
every generic and formulaic IP 
( Watch Dogs, this means you) there's a Far Cry to 
demonstrate how creative and on the pulse the 
publisher can be. Far Cry Sand FarCry4were a joy 
to play, with Blood Dragon proving to be one of the 
very best and most unique digital expansions in the 
triple-A space. Now, in a move that no-one would 
have guessed, we head to circa 10,000 BCE, and 
to a time in which wooly mammoths and sabre- 
toothed tigers stalked the earth. 

The premise here is that you are Takkar, a man 
who has lost his tribe and is now stranded in a 
strange land called Oros without food, shelter or 
any means of defending himself. From here, you'll 
have to craft weapons, hunt wildlife and keep 
yourself in good nick as you defend yourself from 
the natural world, and a few other aggro guys from 
other tribes that populate the area. 

Naturally, Far Cry Primal \ooks like it'll play out 
in a fairly similar manner to its predecessors, 
although you'll be playing with sticks and stones 
rather than assault rifles this time out as, believe it 



or not, there weren't any firearms in 10,000 BCE. 
Crazy, right? Still, the prospect of playing a game 
that is likely to be mostly melee-based sounds 
quite appealing to us - after all, it's not like we ever 
really played Far Cry for its shooting mechanics 
anyway. In the trailer, you can see a chap with a 
bow, so it's likely you'll be able to enjoy one of those 
yourself if you fancy chalking up some stealth kills 
from distance. 

Cf course, your choice of weapon will largely 
depend on who or what you're trying to kill. As 
we've mentioned, there are other tribes based 
in Cros who you'll certainly have the odd run-in 
with, and we wouldn't be too surprised to see a 
charismatic yet insane leader in the same vein as 
Pagan Min orVaasthe pirate. It's also abundantly 
clearfrom the reveal trailerthatyou will come 
to blows with human enemies at different times 
throughout the game. The main danger, though, 
appears to be nature. As an aside, when we played 
Far Cry3\NB got through the first six or seven 
hours without dying to a human adversary - the 
only things that bested us were timely ambushes 
by a dickhead of a big cat and a very opportunistic 
shark. Hopefully FarCry PrimalmW be geared in the 



same way, as fighting nature rather than human 
enemies is a great concept. 

This ties into the survival focus of the game. 

It's clearthat you'll have to huntanimaisforfood, 
and crafting tools, building fires and generally 
not succumbing to a hostile environment are key 
themes. We just hope that Ubisoft doesn't shirk 
away from this in favour of repetitive quests and 
inconsequential bludgeoning of rival tribesmen. 

This comes down to how brave Ubisoft Montreal 
is feeling, as good survival mechanics are hard to 
come by outside of stuff like DayZoreven Don't 
Starve. After all, this is an area where the Tomb 
Fa/c/erreboot, which is a great game, shot itself in 
the foot - after highlighting all of the ways in which 
you'd have to stay alive on a hostile island, it then 
reneged on all of it and only made you hunt wildlife 
if you fancied a bit of extra XP. We want Primal to 
commit to survivalism, as if it does, it could be one 
of the most interesting games of 2016. 

Steve Holmes 



FAR CRY PRIMAL is sporting a fetching leopard skin 
loincloth at Ubisoft Montreal. For more info, run on over to 

ubisoft.com/en-GB/game/far-cry-primal 
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SHARE 



AOXn /arC/y is always 
full of amazing non-scripted 
encounters with wildlife. 



yis always 
non-scripted 
h wildlife. 



WHAT MAKES THIS GAME GREAT? 



Oros promises to be a vast open world 
that encourages exploration. 



There’s a large selection of wildlife for 
you to hunt or be hunted by. 



There looks to be a pretty deep 
weapon crafting system. 



It s a brave foray into new territory - not many 
other franchises are as adaptable as Far Cry. 









AOXD It’s already clear that 



you II have a fair few run-ins 



with other humans. 


















FOOD OHAIN 

Everything in Oros wants you dead 






Luckily for you, the Share button was pretty much built for 
games like Far Cry. Ubisoft always does a great job of fleshing 
out the series’ vast open worlds, and populates them with some 
seriously scary wildlife. We’ll never forget the first time we 
were attacked and killed by a big cat in Far Cry 3- it’s a crying 
shame there was no Share button back in the old days, as it 
was really quite hilarious. 






Another roll of the DICE 



ETA 26 FEBRUARY 



TWITTER @MIRRORSEDGE 



© IT’S SOMETHING OF an irony 
that Mirror’s Edge protagonist, 
Faith, defines herself in her role as 
a messenger, because if there's 
something the original Mirror’s Edge didn't do, it 
is deliver. Don't get us wrong. Mirror’s Edge\N3S 
an interesting game with a unique concept, but 
it just didn't quite fulfil its potential. Since day 



are that those frustrating moments when you 
met a dead end and didn't know where to go in 
the first game will be gone, or at least, far less 
frequent. That's partly because in this open 
world, you've almost always got more than 
one option when it comes to what route you 
take. This isn't about picking the right or wrong 
option, but about carving out a path on the fly 



“DICE IS DOING EVERYTHING 
IT CAN TO ENSURE THAT THE 
GAME IS ALWAYS MOVING” 



one, we've been saying that what we want from 
Cataiyst is for it to meet the promise that we 
saw in the original game and we've now got good 
reason to believe that it might just do that. 

We say that, because we've now had some 
hands-on time with Mirror’s Edge. What struck 
us almost immediately was that the sense of flow 
you want from the title is there. Our impressions 



your own choices 
and instincts. We 
haven't played 
enough of the 
game to know 
whether that will extend to the experience at 
large, but that the game feels fluid and open at 
this early stage is a good sign. 

Also conducive to the free flow feel of 
Cataiystlsthe simplicity of the controls 
with which you navigate those beautiful, 
minimalist environments. There's one button 
for upward momentum and one for down. 



We know that sounds a little too basic, but in 
practice it works for this game by virtue of the 
fact that momentum is the priority. Moving 
swiftly throughout the world, you need to be 
able to respond quickly as you're confronted 
with environment objects - you don't need 
complicated button inputs, because that's only 
ever going to get in the way. It's another example 
of the way that DICE is doing everything that it 
can in order to ensure that the game is always 
moving, your position and situation always in 
flux, and that's for the better. 

The weakest element of the first Mirror’s 
Ec/^ewas the combat and it seems that DICE 
has made improvements here too. With guns 
out the window, the developer has been able 
to focus on getting melee combat right. As we 
jumped from wall runs to leap atop foes, pulled 
off fancy backflip kicks, and knocked down our 
antagonists in all manner of other such athletic 
ways, we got the impression that combat is far 
better integrated into the flow of the game than it 
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WHAT MAKES THIS GAME GREAT? 




Marking an point on the map activates a 
vision mode that shows optimum paths. 



Environmental puzzles will challenge your 
smarts as well as your reaction speeds. 



i 



DICE promises that there will be no loading 
screens in the game’s large open world. 



The game’s clean art style makes the city 
that you’re exploring look stunning. 



was in the original, where combat always felt like 
an obstacle at odds with the general direction 
of the game. We'd still like to see Catalystfocus 
on running from danger, rather than actively 
seeking it out - it's one of the things that marks 
it out as so different from other games, after 
all - though we fear that it won't. Whether that's 
the case or not, at least combat should feel like a 
more organic part of the experience in this game. 

We need more time with Mirror’s Edge 
Catalyst before we can say whether it is the 
game that we've hoped it can be. However, in 
showing us an experience that reflected some of 
the best of what the original game had to offer, 
with the frustrations removed, what we've played 
so far has left us positive about the prospect of 
this game delivering. 

Paul Walker-Emig 



MIRROR’S EDGE CATALYST is running around on 
DICE’S rooftops. Check the website for more details: 
mirrorsedge.com 







AOXD It might be a bit 
totalitarian, but you can’t 
deny the city is nice to look at. 



www.play-mag.co.uk 
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PREVIEW RAINBOW SIX SIEGE 



ETAIDECEMBER | PUBUBISOFT | DEVUBISOFTMONTREAL 

Rainbow Six Siege 



Clancy that 



© EVERYTHING MATTERS IN 

Rainbow Six Siege. A single tiny 
mistake can see you dropped by 
your opponents unceremoniously, 
putting you out of the match until the next round. 
One well-coordinated attack that lasts a matter 
of seconds can turn a game on its head. In our 
time with the game's beta, we've experienced 
first hand how the vital importance of every 
encounter and tactical decision can make Siege 
into a tense and thrilling multiplayer shooter. 

When we say ‘thrilling', it is important to clarify 
that it is thrilling in a completely different way 
to most other shooters out there. Take Call Of 
Duty as an example. In that game, you might 
sprint around the map for a minute or two, 
take out seven opponents, fire off some fancy 
Killstreak, get killed, drop back in within a couple 
of seconds, and do it all over again. You can't do 
that in Siege. Here, you're always well aware of 
your vulnerability and that makes you play in a 
completely different way. 

Ratherthan barrelling around the map atfull 
pelt, you're much more likely to be crouched 
down next to a doorway, leaning to the side, 
gradually moving inch by inch to get a view of 
what's down the corridor. In those moments 
when that cautious scoping out of your 
environment reveals an enemy and you react 
quickly to fire a few perfectly placed shots to take 
them down, it is incredibly satisfying. Remember 
that this is a game based around matches of five- 
versus-five and that death means you're gone 
until the next round - that means that this single 
kill really has an impact. That player won't be 
respawning in a matter of moments and that ^ 
won't be lost amongst the dozens of other kills 
that your teammates would be making in other 
online shooters. You know that you've made 
a huge contribution to yourteam in that one 
moment and that makes it incredibly rewarding. 

That sense of satisfaction doesn't just apply 
to killing the enemy team, it also comes into play 
when it comes to strategy. When you're playing 
as the defending team, for example, you'll have 
the most success when you coordinate your 




defences - you block off certain entry points 
by reinforcing walls, lay down barbed wire to 
slow down opponents at key choke points, 
make the decision to barricade certain doors 
and windows, or leave them open to give you 
line of sight. Get all that right, to the effect that 
your foes are funnelled into the areas that you 
want them to be in, and smartly employ your 
Operators special ability - using Smoke's gas 
grenades to force enemies to retreat from 
an assault, for example - and you'll gain as 
much satisfaction from the fact that you made 
the right decisions as you will from taking the 
enemy down with bullets. 

It would be fair to say that we're pretty excited 
about Siege, then, but that doesn't mean we 
haven't spotted any potential problems. One 
of those is that, while all multiplayer shooters 
are reliant on the quality of your teammates to 
some extent. Siege is even more so. Get lumped 
in with an idiotandyou might find yourself and 
a teammate dropped by friendly fire within a 
minute of starting a game, meaning you've 
already lost. This is, however, the price you pay 
for a game that's structured to ensure there are 
consequences to your actions. 

The other problem is that there's a lack of 
differentiation between the game's modes. 
Regardless of whether you play Hostage Rescue, 
Bomb Defuse or the Secure Area modes, they 
all play out exactly the same in that one team 
fortifies an area, one attacks it, and 99 per 
cent of the time the game is won by eliminating 
the other team, ratherthan by achieving the 
objective. That didn't stop us having fun, but we 
wonder how that will affect its longevity. 

Despite those concerns about the game, the 
impression that we are left with from the beta is 
that it is the tactical, considered and rewarding 
shooter that Ubisoft said it intended to create. 
Let's see if we feel that way about it in December. 
Paul Walker-Emig 



SIEGE is being developed behind the fortified walls 
at Ubisoft Montreal. Check the website for more 
details: rainbow6.ubi.com 



KILL CAM 

Capture your clutch moments 

Because Rainbow Six Siege is pretty brutal in terms of its 
realism, it’s possible to finish off half an enemy team, or 
even the whole team, within a matter of moments. That’s 
why it’s perfect for capturing those clutch moments 
where you single-handedly win a match for your team. 
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AOXD Operators are divided 
between special forces. Each Operator 
you unlock within the same force will 
cost progressively more Renown. 



Rappelling up a wall and then smashing 
through a window will always be awesome. 



You can choose where to spawn as 
attackers or where to defend as defenders. 
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The Witness 



The lonely island 

IS THE WITNESS going to be a 
fun game? We don’t particularly 
think it'sgoingto be - but please 
don’t stop reading there. Just 
because it isn’t going to be fun doesn’t mean it 
isn’t going to be interesting. Quite honestly, Braid 
wasn’t that fun, right? But it was different, it was 
interesting, and you c//c/finish it (maybe). So 
that’s kind of what we’re thinking is 
going to happen with The Witness 
- it’s going to have that quiet, self- 
effacing charm, that hint of intrigue 
that’ll grab your attention in the first 
few minutes, that unmistakable 
aura around it that can only be 
associated with one Jonathan Blow. 

The Witness is going to be hard. Blow wants 
you to get stuck. It’s been built like that compound 
from The Prisoner- ‘It’s okay to leave whenever 
you want’ and all that, you just won’t be able to. 
The island the game is set on is decorated with 
Blow’s lifetime memories - there are hints to the 
life of the game’s creator everywhere (one statue 
nestled in a level even looks a bit like him) and 



that’s kind of the point. Blow wants you to remain 
here, trapped, isolated within his autobiography. 

But this isn’t Myst. You’re not going to be 
wandering around aimlessly for hours trying to 
soak in the environmental storytelling because 
‘there isn’t much else to do’. No, in The Witness 
Blow has come up with a new through-line forthe 
way his puzzles work: the island itself houses a 



selection of ‘father puzzles’ you must solve to pick 
away at the game’s central mystery, but within 
these there are smaller puzzles to complete... and 
it only gets more modular from there. 

We’re intrigued by the idea of people picking up 
this game randomly - seeing it in a sale or having 
it recommended to them by a friend - because 
going in blind really is the best way to experience 



it. We’re going to hear the best reports of this 
game from people that had no pre-compiled 
assumptions, no idea of how it works. We’ll hear 
stories of how they overcame this incredible left- 
field puzzle with lateral thinking, hearthem ooze 
with pride, only to be rebutted with ‘Yeah, but then 
what happened?’ The Witness, it seems, wants to 
talk to you: the levels are designed in such a way 
as to communicate something 
to you - something vague, yet 
powerful. Think Braid, but more 
mentally intrusive. 

The structure of the game 
is actively designed to make it 
completely okay for you to get 
stuck... if anything’s too difficult, 
you can just wander off freely and try something 
else for a while. You’ll only have the nagging 
shame of defeat bothering you until you get back 
to the puzzle you abandoned. 

And that’s where we think The Witness is really 
going to shine: we think it’s going to very cleverly 
deconstruct what it /sto be a puzzle game player. 
The game - contrary to popular belief - doesn’t 




“THE STRUCTURE OETHE 
GAME IS ACTIVELY DESIGNED 
TO MAKE IT OKAY EOR YOU 
TO GET STUCK” 
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AOXn We’re mostly looking forward to The Witness 
m because of the weird story it’s inevitably got running 
I 1 through it, hidden behind all these obscure modular puzzles. 




WHAT MAKES THIS GAME GREAT? 











AOXD The island of The Witn^s’is 
by no means boring - on the contrary, 
its landscapes and colours are sublime. 






THE MAGIC MOMENT 



The moment that will change your perspective of The Witness 




Before The Witness came into being 
as a game in its own right, Blow had 
been experimenting with a variety 
of other game concepts, one of 
which involved leading players up 
to a ‘magic moment’ - something 
that would fundamentally alter the 
player’s experience of the game. 
That element was taken from the 
proto-game Blow was working on 
before The Witness and reworked to 
fit into the current project, though 
information on specifically what the 
moment is remains elusive, likely 
due to Blow’s insistence of keeping 
the gameplay experience as spoiler- 
free as possible. 



want to make you feel stupid, or ignorant, or 
lost. No, it wants you to be incredibly clever, and 
that's why it's been designed like it has. It's not 
patronising, there are no hints and by God is it 
hard... but that just means every slight 
discovery you make in the game, every iota 
of progress, is yours and yours alone. If you 
complete The Witness, Blow will attest, you 
won't just fee/smart, oh no: you will actuallyhaye 
to be really, really clever. And that's the kind of 
power fantasy that we're really excited about 
living through in a game - one that doesn't come 
around often enough. 

Dom Peppiatt 



THE WITNESS is being carefully crafted by Jonathan 
Blow and Thekla, Inc. It will be released on 26 January 2016, 
make sure your brain is ready at the-witness.net 
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PREVIEW RESIDENT EVIL 2 PS4 



GENRE DEFINING 

Resident Evil may have laid the 
template for survival horror, but it was 
the second game that defined it. It is the 
best survival horror game in the Resident Evil 
series (Resi4 \s great, but it’s an action game) 
and in some fans minds the best survival 
horror game, full stop. So we think many 
will be far more excited about news of 
the Resident Ew'/2 remake than 
they were for the remake of 
the original. 



DAD 
FIRST DAY 






Leon, one of Resident Evil's most iconic 
characters, was introduced to the series in 
j Resident Evil 2. He was due to start his first day \ 
as a police officer for the Raccoon City Police 
Department, but showed up late, only to find 
the city overrun by zombies. Teaming up 
with Claire Redfield, Leon successfully 
finds and escapes the Umbrella 
facility responsible for the 
zombie breakout. 



PERSPECTIVE 

SHIFT 

You can choose to start the game either 
as Leon or Claire. That’s your ‘A’ scenario. 
After finishing the story, you can then play a 
‘B’ scenario to witness the events from 
the other character’s perspective. Those 
scenarios will be different depending 
on which character you start with, 
meaning there are effectively 
four ways of experiencing 
the game. 



1 
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Resident Evil 2 ® 



ANATOMY OF. 



FRANCHISE 

PLAYER 



■ ■■ 



Leon has become a key character that 
appears in multiple Resident Evil games. He 
is also a protagonist in two other Resident 
Evil games: Resident Evil 4 and Resident 
Ew7 6. The former was influential on the 
action genre and served to reinvigorate 
the Resident Evil senes. Leon has the 
honour, then, of appearing in the 
two of the best Resident 
Ew'/games. 



After the suecess of the first 
Resident Evil remake, Capcom 
IS now set to bring back Leon 
and Claire in an HD remake 
of the PlayStation classic. 
Resident Evil 2 ... 
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LLS WITH 
SKILLS 



Because everyone needs to see 
your ‘oooh shit! ’ moment 

Resident Evil games have always had those moments that 
make you recoil with horror/pleasure, and multiplayer shooters 
tend to have great, emergent moments throughout. Combine 
the two and you have the recipe for some great, shareable 
moments we’re sure to see popping up on social feeds across 
the world. Saving a mate from a horde, pretending to be Barry 
Burton, taunting the undead - the opportunities are endless... 






WHAT MAKES THIS GAME GREAT? 



J SHARE 
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AOXD We remember 
when eight zombies on 
screen was something 
to get excited about - 
now it’s just... normal. 



It could mean we see a Resi game in the 
world of e-sports. Maybe. Possibly. 



Zombies aren’t the be-all enemy - in fact, you 
can leverage them to be beneficial. 



Analogue cover is an evolution of the cover 
mechanic, which is long overdue. 



It’s kind of, sort of, almost a bit of a Resident 
Evil sequel Right, guys? Right? 



“UMBRELLA CORPS LO^S 
BUDGET AS^LL HELgTOLL 



OFSTIFF ANIMATIONS AND A 
GENERAL AIR OF CHEAPNESS” 















BLAST FROM 
THE PAST. 



. RESIDENT EVIL: OPERATION 
’ RACCOON CITYThe firsttime /?es/went 



fora pure multiplayer shooter experience, it went 
terribly wrong. We hated ORC... 
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Umbrella Corps 

We’re not sure what it is, but it isn’t Chris’s blood 



WELL, SO MUCH for Resident 
Evil 7- for now, we have to make do 
with Umbrella Corps, a multiplayer- 
only shooter set in the world of the 
zombie-infested franchise. It sees two teams of 
mercenaries battling over the assets left behind by 
a crumbling Umbrella Corporation (see what they 
did with the title?), and... well, it's proving difficult to 
be really excited so far. 

Let's keep that cynicism to one side for now 
though, and indulge in some healthy, cautious 
optimism. Umbrella Corps \s being made with the 
competitive market in mind - e-sports, basically 
- and it shows with how quick-paced this first-or- 
third-person shooter is. Everything happens at 
a blinding pace, with matches able to finish in a 
matter of seconds if everyone just runs at each 
otherfiring madly. 

Fortunately, tactics exist - hiding, flanking, 
crawling through vents, all that good stuff - to 
make things that bit more interesting. Chief among 
these is an evolution of the cover-based systems 
of seemingly all other shooters: ‘analog cover'. 

This system allows you to peek out of cover to 
varying degrees - the more you pop out, the more 
accurate you are, but more vulnerable to return fire 
too. It's a neat, simple touch that we can definitely 



see being more widely implemented in other 
games in the future. 

There are also zombies, unsurprisingly - but 
interestingly, they're not your main foe. Thanks to 
some in-game MacGuffin known as the Zombie 
Jammer, the shambling undead actually ignore you 
unless you shoot or otherwise attack them. This 
would be boring and pointless, were it not for the 
fact you are able to deactivate and destroy your 
opponents' jammers, making them targets for the 
brain-munching hordes. Making the zombies a 
tactical concept like this is a smart move, because 
otherwise we'd be left with yet another wave-based 
survival multiplayer game, and we don't need that. 

But. .. well, it's difficult to get excited about the 
game thus far, and it's a feeling that's coming not 
just from us and you folks out there, but from those 
making it too. This is what the actual, official words 
from Capcom say about Umbrella Corps “tactics 
and exclusive features": “aggressive firing", “finding 
new paths by lifting shutter doors", “flanking the 
enemy" and “sneak attacks from behind". That's 
not inspiring: it doesn't make anybody want to rush 
out and buy it right now. 

And that's something Umbrella Corps is going to 
have to work hard to overcome: the initial unveiling 
of the game has been met with a wall of apathy. 



Capcom is going to have to give us a lot of reasons 
as to why we should even pay attention to Umbrella 
Corps, never mind splash out the cash on it. 

It doesn't help that Umbrella Corps looks budget 
as all hell, full of stiff animations and a general air 
of cheapness to the project. It's being released at a 
lower price because of this, which is something, but 
there's none of the usual Capcom pizzazz we see 
from its core /?es/titles. It's not a deal-breaker, but if 
it looks like crap, how the hell does Capcom expect 
players with an idle curiosity to jump in? 

It's early days and we've been proven wrong in 
the past - especially when it comes to the wildcard 
element of this being a multiplayer-focused 
shooter. But our excitement for the next title under 
the Resident Evil banner \s lacking. It's simply failing 
to build up any hype in our bones at this point, and 
it feels odd that this is even a game in the Resident 
Evil senes, especially with it coming on or around 
the series' 20th anniversary. Should Capcom 
announce Umbrella Corps: Barry Burton Edition, 
though, we'll gladly sing to a different tune. 

Ian Dransfield 



UMBRELLA CORPS is being injected with various strains 
of the t-Virus by Capcom Osaka. Check out capcom.co.jp/ 
bioUC/uk/index.php for more details. 
























AOXD It’s not all shooting 1 




zombies. Sometimes you have to 1 


Is 


shoot other things in the face too. 1 




PREVIEW 


NIOH 


no. PRIOR" 

FORM ^ 


^ NINJA GAIDEN 3 Ryu Hayabusa 
^ ^ disappointed on this third foray into the 
r demon realm, forgetting all his best moves and 
taking things way too easy in the process. 
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No. not the Singer.. 




A LOT CAN happen in ten years. 

A decade ago, PlayStation 3 was 
still in its chunky infancy, upsetting 
people with its incessant system 
updates, rumble-less controller and choice of Lair 
as a launch title. And yet it's ten years since Team 
Ninja announced Nioh, a spiritual nod to samurai 
favourite Onimusha, and a natural extension of the 
studio's celebrated Ninja Ga/c/en series. 

As quickly as A//0/7 appeared, though, it was 
gone. Not an uncommon event in gaming - 
projects disappear into development hell every 
day. It's rare, though, for one to suddenly resurface, 
fresh for a new console generation and ready to 
duke it out with the big boys. 

There's a good reason Team Ninja has 
plunged its hands deep into the archives and 
yanked Nioh out from its digital grave. Like the 
answer to most videogame questions these days, 
it's all about Dark Souls. 

Prom's success story has helped to reshape 
the narrative around Japanese games. For years, 
Japanese developers looked to the West for 
inspiration: to try to expand a dwindling audience 
and capture some of the blockbuster bravado 
that American games seemed to be enjoying. And 
then an odd, near-impenetrable action PPG called 
Demon's Souls appeared, caught fire among the 
type of audience that people listen to, and the rest 
is very much history. 

So it should come as no surprise that Nioh 
is a much more deliberate, methodical action 
game than Ninja Gaiden. The pace is slower, the 
animation more robust. Your samurai hero, who 
looks extraordinarily similar to The Witchers 
Geralt Of Rivia, patiently waits for attacks from his 
adversaries, before sidestepping and striking back 
with venom. If he was a fighter, he'd be Anderson 
Silva, lulling his opponents into a false sense of 
security and dominance, before countering with a 
crippling riposte. Only, y'know, with less steroids. 



TWITTER @KOEITECMOEUROPE 




Given the devilish nature of your enemy, Nioh's 
setting will be familiar to those who ploughed 
through the Onimusha games back on PS2 
(including the third one, which co-starred Jean 
Reno for some reason everybody has forgotten). 
This is Sengoku-era Japan, where Oni (demons) 
run riot and Ronin need to generally sort the whole 
mess out before Japan falls into ruin. 

Expect a slew of hideous bosses to punctuate 
proceedings. The trailer shows us a giant millipede 
with a demon's face, which is horrendous enough, 
but also a lithe succubus type, who will no doubt 
split into multiple versions of herself, because 
that's what demon women do in Japanese 
videogames, right?. 

Despite callbacks to the likes of Onimusha and, 
of course Ninja Gaiden, Nioh’s obsession with all 
things Souls is even more prominent than in its 
methodical combat. A stamina bar governs your 
own ability to strike and must be carefully managed 
in order to avoid leaving yourself wide open for a 



TWITCH 

REACTIONS 

Sharing in the misery 

While Nioh's difficulty isn’t clear just yet, given Team Ninja’s 
hardcore history and the game’s unerring similarity to all things 
Souls, it’s a pretty safe bet that this won’t be a casual stroll 
through the cherry blossoms. There’s something oddly cathartic 
about streaming your (lack of) accomplishments on brutal games, 
sharing in the pain with others as you all suffer through the misery 
and relish the fleeting moments of triumph together. 
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polyfanged chomp to the carotid artery. You can 
flick between weapons on the D-pad, and your 
choice of blade will define how your character 
moves and attacks. There are even bonfire-alikes 
to save your progress and level up. Instead of 
praising the sun, though, you’re stopping at Shinto 
shrines and probably just praying that the demons 
are going to leave you alone for five minutes. 

With a vague 2016 release date, there could be 
another year before we get to tackle the Oni and 
see just what Team Ninja has been brewing for 
the past decade, but it's hard to question Niohs 
promise. A combination of a talented and technical 
team testing themselves with a deep combat 
system sounds very pleasant. If anything featuring 
a 50-foot millipede could ever be called ‘pleasant’. 
Jon Denton 



NI-OH is praying at a Shinto shrine over in Teann Ninja’s 
office. Cut your way down to the website for more details: 

koeitecmoeurope.com 



www.play-mag.co.uk 



PL/r^\ 35 







PREVIEW FINAL FANTASY XV PS4 






m. 
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PHOENIX DOWN 




One element that we’re a bit unsure about 
in Final Fantasy XV\s the cast of characters 
that we’ll be playing through the game with. 
First up is Gladiolus, who is from a noble 
family closely linked to Noctis’. 



Then there is Ignis, an intelligent tactician and 
Prompto, who has a reputation as something 
of a joker. Other guest characters will Join your 
party throughout the game, but everything 
we’ve heard so far indicates that is the core. 



It’s not that we’ve got anything against those 
characters, but one of the things we love 
about Final Fantasy 'is meeting and building 
up a party of characters with different 
strengths that we can choose from. 



The fact is, the characters we’re stuck with 
all look a little samey, when we want to see 
diversity in those Joining us on our quest. 
Perhaps FFXVcan prove us wrong and show 
why this design decision makes sense. 
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PREVIEW 




PREVEW 

A quick look at some of the other awesome 
games that are just around the corner 



1 GRAVITYRUSH 
REMASTERED 

FORMAT: PS4 

RELEASE DATE: 10 FEBRUARY 

AS WELL AS announcing that 
a sequel to Gravity Rush is in 
development for PS4, Sony has 
also revealed that the console will 
be getting a remastered version 
of the PS Vita title. We’re going to 
repeat what we say about Yakuza 
here: Gravity Rush is a great game 
(we gave it 9/10), but not that many 
people seemed to have played 
it. So we think its good to see the 
game getting a release on a console 
where people are likely to give it a 
go. Don't get us wrong, we'd prefer 
to see more new games rather than 
remasters, but if remasters are 
going to continue to be made, then 
they should be games like this. 



2 



STAR OCEAN: 
GRITY& 
HLESSNESS 



FORMAT: PS4 
RELEASE DATE: 2016 

THE FIFTH MAINLINE game in the 
Star Ocean series looks like it will 
remain faithful to the series' lineage. 

It continues with battles based 
around an action-RPG system where 
you are free to switch between party 
members. Chronologically, the game 
takes place between Star Ocean: The 
Second Story and Star Ocean: Till 
The End Of Time. We don't yet know 
much about the story, other than that 
it is set on a planet called Faykreed, 
6,000 light years from Earth, and 
that there are four confirmed party 
members. It's a JRPG, so of course 
one of them suffers from amnesia. 



3 EVERYBODY^GOLF 

FORMAT: PS4 
RELEASE DATE: 2016 

YOU SHOULD FORGET about Rory 
Mcliroy’s RGA Tour Forget about The 
Golf 01 ub. A new Everybody’s Golf 
iscomingto PS4 and that's the only 
golf game you are going to need. It 
looks like the game will place a strong 
focus on social elements and it is 
described as offering open world 
entertainment that presumably 
allows you to undertake activities 
otherthan golf with yourfriends. 

The ability to develop your own 
resort has also been teased as a 
possibility, too. What we have here, 
then, is an Everybody’s Go/f that 
should continue with the satisfying 
gameplay, add the ability to create 
golf courses, and place a strong 
focus on multiplayer and social 
gaming. Sounds good to us. 



4MARAIII 

FORMAT: PS4 
RELEASE DATE: 2016 

WE LOVE THE New Orleans setting 
of A/af/a/// along with news that its 
1968 setting means its going to have 
excellent tunes from the likes of the 
The Kinks and The Rolling Stones. 
Perhaps the most interesting thing 
about the game, however, is the way 
it will reference what was going on in 
post-Vietnam US in terms of racism, 
the assassination of Martin Luther 
King, corruption, and so on. We're 
also intrigued with how the game 
will deal with the gang warfare that's 
going on and the ways we might be 
engaging with it. Whether the former 
will get lost in the latter remains to 
be seen, but the focus on violence 
suggests that is a possibility. All we 
can say for sure at is that Mafia ///is a 
game we're interested in. 
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5 SNIPERiGHOST 
WARRIORS 

FORMAT: PS4 
RELEASE DATE: Q2 2016 

THE THIRD GAME in the Ghost 
Warriorsehes looks more ambitious 
than the previous games, moving 
into an open-world setting that's 
looking great in CryEngine 3. One of 
the things we like about the game 
is that you have to gather intel so 
objectives appear on your map, 
which makes sense as you're behind 
enemy lines. While there have 
been some decent sniping games 
released over the years, there's been 
nothing spectacular. Whether Ghost 
Warrior 3 s move to a open setting 
and its attempt to offer players more 
choice when it comes to play style 
means it will become that game 
remains to be seen. 



7STREETFIGHTERV 

FORMAT: PS4 
RELEASE DATE: Q12016 

CAPCOM KEEPS ON rolling out 
the new character reveals for 
Street Fighter V. Given that we've 
already seen a few characters from 
Street Fighter Alpha 3 making an 
appearance in the game, we can't 
say we were massively surprised 
when Capcom announced that 
colourful wrestler R. Mika and 
wealthy snob Karin Kanzuki would 
be appearing in the game. Still, we're 
delighted to see them, if for no other 
reason that there are now more 
german suplexes in Street Fghter V. 
Speaking of suplexes, we now know 
that Zangief will be appearing. 

Capcom has also announced a 
brand spanking new character, in the 
form of a badass Brazilian Jiu-Jitsu- 
practicing woman named Laura. 



6 YAKUZA 

FORMAT: PS4 
RELEASE DATE: Q12016 

THE TREND FOR HD remakes 
continues with Sega revealing that a 
remake of the original Yakuza, which 
first came out on PS2, is coming to 
PS4. The game is set to release in 
Japan in January, so hopefully it'll 
be on its way to these shores not too 
long after. Sega promises that as 
well as having updated visuals, the 
game is being adapted to ensure it 
is more user-friendly, and that it will 
include new scenarios that didn't 
appear in the original game. Despite 
having something of a cult following, 
there are still plenty of people who 
have never played a Yakuza garoe, 
so this could prove to be a good 
introduction to the series ahead 
of the release of Yakuza 5 on PS4 
later in the year. 



8 DISHONORED 2 

FORMAT: PS4 
RELEASE DATE: 2016 

SINCE THE REVEAL of 

Dishonored 2, Arkane Studios' 
Harvey Smith has elaborated on 
what we've seen. For a start, he said 
that though the game's reveal trailer 
wasCG, everything that you see in 
it is something that you can do and 
even the surreal stage that appeared 
in the trailer is a level in the game 
called The Clockwork Mansion. The 
character that you appear to be 
chasing is called Kirin Jindosh and he 
is the inventor of Serkonas, the island 
on which the game is set. Smith also 
said that you start the game playing 
as Emily Kaldwin, but that at a point 
inthegame, an event will happen, 
after which you choose whether to 
play as Emily or switch to Corvo, the 
protagonist from the first game. 
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TOYS-TO-LIFE 
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SENIOR STAFF WRITER, PLAY 



The Future. Once you’ve bought the game, 
the level pack including Marty McFly, and the 
Doc Brown set, you're looking at £140. One 
hundred and forty pounds fora videogame. It's 
a slippery slope, too - one set of figures here, 
another there, and before you know if you’re 
using bin bags for shoes because you sold all 
your proper footwear to feed your toy addiction. 
We shudderto think how much it would cost if 
you decided, for example, to buy all the figures 
Skylanders has to offer, but you don’t have to 
spend long totting up the numbers before you 
can see it tipping into the thousands ratherthan 
hundreds. Looking at those vulgar prices and 
taking into account how these games lock off 
content behind the toys they are selling, these 
games appear as the transparent cash grabs 
that they really are. 

Toys-to-life games barely deserve the 
moniker ‘game’. They are little more than 
vehicles to sell merchandise. They are cynical, 
exploitative and a waste of money. There are 
plenty of great games out there that are still 
child-friendly. Go and spend your cash on 
those games and not on a glorified advertising 
platform for plastic tat. 



TOY-TO-LIFE’ GAMES, AS they have now 
been named, are not made to be good. They are 
cash traps developed with the aim of exploiting 
children as a means of extracting as much 
money from the pockets of parents as possible. 

Now, I’m not naive: I know that any game 
made explicitly for children likely wasn’t born 
out of a desire to create a work of art. In the pre- 
figure era, the decision to make kids’ games was 
still probably, at base level, a business decision. 
Once that decision had been made, however, 
there was nothing in the way of the developers 
of those games getting to work making an 
experience that kids could enjoy. They did it 
with the Lego games, LittleBigPlanetand the 
Ratchet & C/anA- series, to name but a few. 

The problem with the likes of Skylanders, 
Disney Infinity and Lego Dimensions, is that 
there now very much /s something in the 
way of making those games as good as they 
should be, and it is those little plastic figures 
that they’re all flogging. Lego Dimensions is 
a prime example of this. In past Legogames, 
you would unlock characters through playing 
the game that would allow you to access 
new areas. In Lego Dimensions, you are still 
presented with areas that you can’t access 



without certain characters: the difference is 
that you now have to pay for the corresponding 
figures if you want to access them. The game is 
constantly remindingyou that you are missing 
out because you haven’t bought this figure 
or that. Remember that the base set of Lego 
Dimensions costs £100, and it is now telling you 
that game you’ve bought is incomplete: you’ve 
got to spend more if you want it all. The point 
here is that good game design is not the priority 
for these toys-to-life games. The priority is to 
make you spend more money buying figures 
and that’s never going to be a benefit to you, or 
the quality of the games. 

Speaking of buying figures, they’re 
disgustingly expensive. Let’s say you want 
Lego Dimensions and you’re a fan of Back To 
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WHO DO YOU AGREE WITH? 

Let us know via social media 



Facebook 

/PlayMagazineUK 



Twitter 

@PlayMag_UK 



IF YOU’VE READ any of my previous debate 
coiumns you’ii know i’m one of Play’s oidest 
and most cynicai freeiancers, and yet here i 
am standing in the pro camp for one of the 
most cynicai marketing products in recent 
videogame history. Don’t worry, heii hasn’t 
frozen over, i just iike money. 

Seriousiy, though, i reaiiy do iike money, 
but i aiso iike vaiue in my gaming and whiie 
that seems to be nowhere to be seen in the 
toys-to-iife fad, it reaiiy does exist. The most 
obvious thing to remember about the toys-to- 
iife range, are the chiidren they are marketed 
at. i used to have imagination, a iong time ago 
when i was younger, but it’s been savageiy 
beaten out of me due to the passage of time 
and now i save what’s ieft of it, typicaiiy 
taking it out for very speciai occasions. Kids 
have imagination by the bucketioad, however, 
and where i see a piastic piece of tat they 
see a cooi iittie feiiow who they can take to 
schooi, use to guard their piiiow whiie they 
sieep and take on toy raids where they attack 
Bratz doWs- i’ve seen this first-hand and 
watching a Jasmine doii get decapitated by a 
five-year-oid wieiding Spyro isn’t pretty. 



% 
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The toys-to-iife range of games work as a 
portai into another worid, a worid i’ve iong 
since iost the abiiity to see and feei, but 
it’s there and kids iove it. My 10-year-oid 
daughter has the abiiity to enter that worid 
and so do the chiidren of my friends and 
y it’s a deiight to see. it’s become even more 
reievant with the reiease of Lego Dimensions. 
Whiie i can’t condone Warner Bros, appiying 
its aggressive DLC marketing to physicai 
, products, there’s no denying that the toys 
that make up Lego Dimensions have even 
greater crossover, i couidn’t finish my review 
of Lego Dimensions, for exampie, because 
‘ Gandaif was visiting a Lego friend’s house, 
i stiii don’t know what he was doing in the 
master bedroom, but it proves that they’re 
fun to piay with. 

As a parent, i iike vaiue for money for my 
kids and the toys-to-iife games do offer just 
that. They make good pick-ups if the kids 
have been good, whiie the piay sets wiii 
typicaiiy get you a good six hours-pius of 
quaiity quiet time, which every parent knows 
is worth its weight in goid. Uitimateiy, though, 
i iove being abie to sit down with my daughter 



AOXn Toys-to-life brings together 
two of Darran’s favourite things: 
videogames and his offspring. 










.f s 



and share one of my favourite passions with 
her. Yes, we can do it with other games, but 
the creativity of Disney Infinity is briiiiant, as 
proven by when she’s excitediy shown me a 
new racetrack she’s created in the streets 
of Agrabah. She’ii aiso typicaiiy sit near the 
portai, meaning i don’t have to get off my 
bum to change a character when it dies. 

There are pienty of vaiid arguments you 
can make against the toys-to-iife genre and 
they’re become a iot easier to criticise with 
the ridicuious assauit on the waiiet that is 
Lego Dimensions, but as iong as these games 
continue to give my chiid satisfaction, they 
wiii continue to be weicome in my house 
and in my consoie. 
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FEATURE TEN OF THE BEST 




★ ★★★★ TEN OFTHE BEST ★★★★★ 

REBOOTWISHES 

THE LIKES OF DEUS EX AND XCOM PROVE REBOOTS CAN WORK. WE’VE PICKED OUT SOME 
ABSOLUTE CLASSICS THAT WE’D LIKE TO SEE REVIVED... 




WITH ROCK BAND and Guitar Hem 
back and the Amplitude remake on 
the way, surely we can make the 
claim that rhythm-action is back in 
full force? What better time to bring 
back a PlayStation icon in PaRappa 
The Rapper? It wouldn't take a lot of 
money to whack out a digital version 
of PaRappamth simple 2D visuals 
and give us back the bizarre rhyme- 
spitting dog that we miss so dearly. 




SILENT HILL 

WHAT IS SO tragic about the 
prospect of a Silent Hill reboot is 
that we were on the verge of having 
one after Konami announced Silent 
Hills. But then it went and fell out 
with Hideo Kojima and cancelled 
the project. That game’s playable 
teaser, P.T., proved beyond doubt 
that it would have worked, too, by 
being absolutely terrifying. The 
closest we’re going to get to Silent 
Hills now is if Kojima decides to 
revive the project under a new 
name once he’s left Konami. 




IT UNFAIRLY HAD a reputation as a 
A/fefa/ Gear So//c/ rip-off when it came 
out, but many of those who actually 
played the game remember it fondly. 
Sure, we could have done without 
some of the sub-par sequels that saw 



the series peter into nonexistence 
after 2007, but we’ve now had enough 
of a break that we’d be happy to see 
it return. Wipe the story slate clean, 
modernise the mechanics and we’ll 
be happy to jump right back on board. 



THIS MIGHT SEEM like an odd pick 
given that we’re expecting a God Of 
H/arsequel soon, but in our eyes, 
what God Of War maWy needs is a 
reboot. There are a couple of reasons 
for that. For one, Kratos’ story feels 



played out now. On a practical level, 
Kratos has already killed pretty much 
every Greek god there is. That means 
we’re in need of a new mythology to 
base the series around, with new gods 
and a new protagonist. 
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COLONYWARS 



NOW IS THE perfect time to re0^o^ 
Colony Wars. Why? Because the \ J 
space combat game would be a 
perfect fit for PlayStation VR when \ 
it launches next year. Because 
you’re sitting down in a spaceship, 
the game won’t have the same 
disconnect as other first-person 
VR titles where you’re character is 
walking in the game, but you’re not 
in real life. Who would be the best 
candidate to develop it now that 
Psygnosis is no more? Well, that’s a 
question that’s up for debate. 




IF WE TELL you that in Jade Cocoon you go on a quest 
to become a ‘Cocoon Master' and that throughout 
the course of your journey you can capture and train 
creatures to fight for you, can you hazard a guess 
which title was a huge influence on it? Yes, Jade Cocoon 
is basically what would happen if you made Pokemon 
into a 3D PlayStation JRPG. As well as capturing 
creatures - by playing a Zelda-Wke magical flute, by the 
way - you could also fuse them to discover new and 
interesting combinations. We'd love to see a new 
version on the PS4 or Vita. 




IT SEEMS LIKE SoulCaliburcan never make its mind up, 
constantly trying to revamp its characters inexplicably 
(imagine if Street Fighter suddenly made Ryu a charge 
character...) or introducing entirely new characters that 
tend to be poorly thought out or just replace existing 
ones. What that series needs is to be stripped back to a 
modest roster, forget about all those guest characters, 
and go about ensuring each character is well balanced. 
From there, it needs to stick to iterating on that base, 
rather than suddenly mixing up how a character plays (if 
they even show up at all) in the next game. 




THIS SERIES COULD sorely do with 
a refresh, as the identity crisis that 
was Resident Evil 6 sdo\Ned. Not 
only has the game lost its identity, 
though, it has become convoluted 
over the course of all those sequels 
and spin-offs as well. Wethinkthe 
best thing for the series would be 
to wipe the slate and rethink what 
survival horror means. Capcom 
has reinvented Resident Evil once 
with Resident Evil 4, so why not do it 
again in a more dramatic fashion? 




THE BRILLIANT ARCADE racer 
series that is Burnout has been gone 
for too long. We think now is the time 
for it to return on PS4. The latter 
games lost something in focusing 
on the whole multiplayer focus and 
open world thing. There was a purity 
and simplicity to the arcade action of 
Burnout Band Burnout SVnai we'd 
like to see a reboot recapture. Just 
give us an arcade racer with a simple, 
but rewarding takedown mechanic 
and we'll be happy. 




OKAY, SO THIS one isn't a ‘game', 
but hear us out. We love Telltale, but 
we've been critical of it in the past for 
the problems that many of its games 
suffer from - a resultof a creaking 
engine that feels like its held together 
with sellotape. There's also the fact 
that we're tiring of its games by virtue 
of the fact that they are too formulaic. 
Telltale needs to overhaul its engine 
and use it to deliver an experience 
with some fresh ideas to convince us 
that it is not creatively spent. 
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Mega Drive 



Celebrating two of the greatest consoles ever, this book takes an in- 
depth look at Sega and Nintendo's consoles, and the best games that 
made them both huge hits including in-depth collector's guides and 
relive your favourite classic games. 
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Sony’s slogan for PS4 has been ‘Greatness Awaits’ but the truth is that there’s no waiting to 
be done - Sony’s console turns 20 this year and there’s been plenty of greatness already. 
Join us as we celebrate one of the most important console lines of all time. . . 






FEATURE 20 YEARS OF PLAYSTATION 




AOXn Accurate arcade ports made 
the original PlayStation an amazing 
piece of kit for its time. 




HAVING STARTED LIFE as a collaborative 
project with Nintendo to create a disc-based 
SNES, failure to agree on contractual terms 
saw the two now-rivals in the console market 
part ways and rather than search for a new 
partner, Sony made the bold choice to go it 
alone. Having enjoyed a decent launch the 
year before in Japan, PlayStation made its 
western debut in September and history 
was made. 3D visuals meant players could 
enjoy near-arcade-perfect games from their 



own sofas, the disc format also allowing for 
bigger worlds and much better sound than 
cartridges could offer. The likes of Tekken 
and Ridge Racer gaye early adopters classic 
arcade experiences while newcomers like 
Crash Bandicoot and WipEout pushed genre 
boundaries and helped establish PlayStation 
as the place to be for cutting-edge gaming, 
something helped in no small part by Sony's 
branding and marketing of the 
\ console to make gaming ‘cool’. 



THE PLATFORM ESTABLISHED, the 

following year was all about developers 
showing off what the new hardware was really 
capable of. Core Design gave us a fully three- 
dimensional adventure with the excellent 
Tomb Raider while Resident Ew7saw Capcom 
employ pre-rendered backgrounds and 3D 
characters and objects to create a cinematic 
horror experience that made its spiritual 
forerunner, Aione In The Dark, look positively 



archaic by comparison. Nintendo’s N64 
would also launch in Japan and America 
this year, another cartridge-based machine 
that offered the usual first-party quality in its 
games but one that felt somewhat behind the 
times with PlayStation pushing the envelope 
in terms of production values. Nintendo was 
content as ever to do its own thing, but Sony 
was changing the public’s perception of what 
gaming could and should be. 




AND SO BEGAN the golden age of ■ - - ■ ^ 
PlayStation. Square expertly guided the 
JRPG into full 3D with Final Fantasy VII, the 
most open and expansive example of the 
genre spanning three discs to offer a larger 
world than ever possible on cartridge. 
Despite the fact that this marked the series’ 
debut in Europe, it was hugely successful, 
paving the way for this to become Square’s 
flagship franchise. PlayStation cemented 
itself as the place to be for original ideas 
with releases like the unique RaRappa 
The Rapper, the first true rhythm-action 
game, while sequels to the likes of Crash 
and Tomb RaiderbuWi on the successes 
of the originals. In response to Nintendo’s 
analog input on the N64 controller, Sony 
also released its first dual analog controller 
this year, the grandfather of the DualShock 
standard that PlayStation owners have 
come to love. This was also the year that 
the Platinum line debuted, offering classic 
games for a reduced price in order to help 
players grow their collections without 
denting their wallets too badly. 



puYSKinrs 

DEFINING GAMES 



WIPEOUT 

RELEASE: SEPTEMBER 1995 

Dripping with style, throbbing with 
impressive music and showing off 
just how quickly the PlayStation could throw around 
polygons, Psygnosis’ racer was on the front lines of 
helping Sony make gaming appeal to a new crowd. 




METAL GEAR SOLID 

RELEASE: FEBRUARY 1999 

With its open stealth-action 
gameplay, crazy cast of characters, 
impressive cut-scenes and novel Kojima twists, MGS 
is rightly held aloft as a PlayStation classic. There had 
never been anything quite like it before... 
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Dom Peppiatt (Senior Staff Writer, games™) 



FOLLOWING A POUNDING at the hands of 
Sony’s success and Nintendo’s popularity, 
Sega’s Saturn was discontinued this year 
but PlayStation, now the market leader, 
continued to go from strength to strength. 
High-profile sequels like Resident Evil 2 
and TeA'A'en 3 became franchise highlights 
while controversial PC hit Grand Theft Auto 
arrived on PSone. Games aimed squarely 
at the older end of thegaming market 
would only go on to become more common 
as PlayStation pulled gaming consoles out 
of their ‘kiddy’ pigeon hole. Games could 
also be more serious, as proven by Gran 
Turismo - a driving simulation (made all 
the better by analogue control and one of 
the first games to truly benefit from the 
DualShock) that did away with the usual 
arcade trappings of console racers to 
deliver realism both on and off the track, 
with real cars, an open-ended career 
structure and freedom over exactly how to 
modify your many cars. Needless to say, 
it was huge and to this day, GT remains 
Sony’s best-selling franchise. 



THE ODDLY-SHAPED MONOLITH that 
was the PS2 may have been looming large 
on the horizon but that didn’t stop Sony’s 
first console from having another great 
year. Sega’s Dreamcast arrived to steal 
Sony’s crown as the home of arcade-perfect 
conversions but the huge established player 
base on PlayStation and shifting market 
focus from arcade-derivative games to 



AOXn The Crash series went 
downhill pretty quick after this. . . 



‘CINEMATIC EXPERIENCES HELPED THE 
PSONE HOLD DREAMCAST AT BAY" 



cinematic console experiences helped the 
PSone hold Dreamcast at bay. Breakout 
successes like Syphon Filter Driver Silent 
Hill, Metal Gear Solid and Tony Hawk 's Pro 
Skater certainly assisted with this, while 
the impressive WWII first-person shooter 
Medal Of Honorwould go some way towards 
establishing the cinematic shooter template 
that most FPS games still use today. 



CRASH BANDICOOT 3; WARPED 



AS A KID, playing through Grash 
3 was amazing. It was the edgy 
choice of platformer when all the 
straight-A kids were playing Mario. 
But then, as I got older, I kept going back to 
the game and finding out more about it: from 
unlocking that bonus warp room, to getting 
105 per cent, to completing each time trial’s 
developer times, there was always a new 
challenge. And I’m sf///finding out more about 
now I’ve got it on Vita... 



FINAL FANTASY VII 

RELEASE: NOVEMBER 1997 

One of the first games to show 
off all of the advantages of using 
CDs rather than cartridges, FFW/ offered a huge 
world and over 100 hours of gameplay for those who 
wanted to see everything. 



RESIDENT EVIL 

RELEASE: AUGUST 1996 

Utterly daft voice acting and a 
matching story actually helped 
lend a B-movie edge to Capcom’s survival horror 
masterpiece - it just wouldn’t be quite the same without 
that hammy edge, as the remake proves. 



GRAN TURISMO 

RELEASE: MAY 1998 

While WipEout shirked classic 
arcade racer rules to pursue the 
impossible, Gran rur/srno went the opposite way to 
deliver realistic racing, cutting-edge visuals and cars 
that could be completely customised. 
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AOX □ TimeSplitters was one of the 
few decent games at the PS2’s launch. 



^ NOT ONE BUT two new Sony consoles would 
■ launch thisyear - first, the streamlined and 
, more affordable PSone model, followed 
soon after by the significantly more powerful 
PlayStation 2. The original console still 
enjoyed its fair share of impressive new 
releases on the eve of new hardware (and 
indeed beyond), from Neversoft’s brilliant 
p take on Sp/c/er-/Wantothe visually stunning 
d epic that was Fear Effect. But it was the new 
hardware that stole the show at the end of 
the year, a sell-out success that smartly used 
DVD as a primary format, making it as much 
Ik ■ an investment in upgrading from VMS for 
r ^ movies as it was in a games console - at the 
If time, the console was competitively priced 
II against standalone DVD players, making 
it an affordable option for those looking to 
S upgrade from chunky videos. Just as well too, 
I as the PS2 launch lineup wasn't exactly stellar 
I after years of PSone classics. Tekken Tag 
ToL/rnamenf brought fighting bang up to date 
and TimeSplitters built on the multiplayer FPS 
craze GoldenEye started, but aside from a few 
neat newcomers like SSX, fans would largely 
have to wait until the following year to see 
what the new console could really do. 






“THE PS2 LAUNCH LINEUP WASN’T 
EXACTLY STELLAR AFTER YEARS OF 
RSONE CLASSICS” 



BIZARRELY, SONY’S PRIMARY competition 
at this time actually came from itself - PSone 
continued to prove popular, the reduced price 
point of both console and games making it 
the perfect entry-level console and releases 
like Dancing Stage and Simpsons Wrestling 
really capitalising on this. For those who 
\ had upgraded, though, this was the year 
Y we first started to get a feel for the power 
'\ of PS2. While the year dragged its feet 
’ a little, by the end we had the likes of 
' Gran Turismo 3: A -Spec, Silen t Eiill 2, 

^ Grand Theft Auto III, SSX Tricky Devil 
m May Gry Tony Elawk 's Pro Skater 3, Soul 
j Reaver 2 and Burnout to satisfy all our 

( needs. Rockstar’s release in particular 
is demanding of further recognition - 
transferring its crime caper from top- 
down 2D to full 3D was a huge undertaking 
and the game surprised everyone with 
its versatility, establishing the template 
for all modern open world games. Also, 
this was the year that Sony finally bought 
Naughty Dog, the studio behind the Grash 
games and later the awesome Jak&Daxter 
I - arguably the platform holder’s smartest 
investment to date. 
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AOXn There’s nothing quite like 
rocking out with a tiny plastic guitar. 






IP re’t; 

P!eas(?|l?^lp the J V 

THIS WOULD FINALLY be the year that PS2’s real competition 
would arrive - Microsoft’s debut, the Xbox, and Nintendo's first fully 
disc-based system, the GameCube. Despite being new to the market, 
Xbox presented a serious threat - effectively a more powerful, online- 
ready version of Sony's new machine - while Nintendo’s decision to 
go with a proprietary smaller disc precluded it from playing DVDs or 
even audio CDs. Both would struggle to break Sony's stranglehold 
on gaming at this point anyway, especially given the strength of 
PS2’s lineup of exclusives this year. GTA: Vice City, Metal Gear Solid 
2, Final Fantasy X, Kingdom Flearts, Sly Raccoon... all only playable 
(at the time) on Sony’s console, making it hard for the others to really 
break into the market in emphatic fashion, with the newly-introduced 
Platinum line for PS2 games only making matters that much tougher 
for the newcomers and their full-price catalogues. 



AN INTERESTING YEAR, largely since it saw Sony fighting on two 
fronts - one trying to catch up with Microsoft in terms of online play 
and pushing family-friendly gaming, for better or worse. On the 
former front, Europe finally saw the Network Adapter, bolting itself 
onto the back of the console to make it an even stranger shape but 
allowing online play across a host of games including FverQuest: 
Online Adventure, the first true console MMO. Meanwhile, in an 
attempt to offer a gateway into gaming for families who only really 
bought a PS2 as an DVD player, Sony also launched the EyeToy, a 
camera that let players appear in and interact with games in an new 
way. This was also the year that several modern concepts were born 
- franchise fatigue (Tomb Raider: Angel Of Darknessv\ias a game 
too far for many players) and design-by-committee, which saw Jak& 
Daxter’s sequel turn into a gritty open-world game in the vein of GTA. 



GUITAR HERO 



I LOVED FREQUENCY and 

'Ti Amplitude, so when the studio 
behind those rhythm-action 
classics said it was making a 
guitargame, I was immediately on board. 

I imported the original game from the US 
at great expense (long before it was picked 
up for a European release) and it was worth 
every penny - that journey of working up 
from Medium to Hard and eventually Expert 
is one that will stay with me for life and 
something that helps me better appreciate 
every new music game that comes along. 
Only beating Through The Fire And Flames 
on Expert in GFIIII has come close to that 
feeling of finally five-starring Ozzy’s Bark At 
The Moon on Expert to round off the original 
game’s setlist. I still rememberthe pain... 



AOXD No EyeToy game ever 
actually looked this good - the 
camera quality wasn't great. 



MY PlAYSTAnON MOMENT 

Luke Albiges (Editor, Play) 
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“THE ABILITY TO 
HAVE A GTA GAME IN 
YOUR POCKET WAS TOO 
GOOD TO PASS UP FOR MANY" 




PSP 

Sony’s first foray into handheld gaming was 
always going to have a hard time breaking 
into a market dominated for over a decade 
by Nintendo. But by offering console- 
quality games on thego, it'sfairto say that 
the PSP carved a niche for itself away from 
what eitherthe Game Boy and DS lines or 
mobile gaming could offer. The ability to 
have a proper GTA game in your pocket 
(you had pretty big pockets, right?) was too 
good to pass up for many, while PlayStation 
favourites like WipEout, Ridge Racer and 
Tekken were able to wow anew on this new 
platform. Even though its proprietary UMD 
format and high price point meant that it 
never really took off as Sony would have 
liked in the west, it was huge in Japan. In 
fact, the success of the Monster Hunter 
games in particular forged an entirely new 
genre of cooperative hunting games, which 
lives on thanks to the Vita and 3DS. 




So much I need to say 
I’m sorry that its on 



AOXn We’ll take any excuse we can 
get to print pictures of Busted. You 
might say it’s what we go to school for. 



AS PS2 CAME of age, those two 
diametrically opposed fronts only grew 
more so - Singstar played heavily to 
casual audiences by offering karaoke 
while the hardcore were offered online 
greatness thanks to Star Wars Battlefront 
and Burnout Sand classics like GTA: San 
Andreas, Disgaea and Forbidden Siren. But 
there was also a middle ground, namely the 
PS2 Slim - online-ready out of the box and 
equipped with all the same features and 
tech as its big brother, this model proved 
immensely popular. It wasn’t all good news, 
though. We also saw PlayStation favourite 
Dr/Verveer off course by somehow mixing 
up letters and numbers whilefailingto 
imitate GTA with DrivSr while GoldenEye: 
Rogue Agent s\aai in the face of the N64 
classic by delivering a story starring a spy 
with a literal golden eye. We also finally said 
goodbye to the PSone this year, its final 
release somewhat predictably a FIFA game. 



puYsnnoNZ^ 

DEFINING GAMES 



GRAND THEFT AUTO III 

RELEASE: OCTOBER 2001 

Laying out the template for every 
future sandbox game, Rockstar’s 
surprise success would go on to influence not only this 
generation but every one that followed. One of the most 
important games of all time. 



BURNOUT 3: TAKEDOWN 

RELEASE: SEPTEMBER 2004 

Point Of Impact pjToyed that 
Criterion could turn out a perfect 
arcade racer, but Takedown was the team’s way of 
putting its own spin on the classic template by adding 
vehicular violence. Simply perfect. 
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hurry up and get here - you could practically 
hear the PS2 gasp for breath while trying 
to run the game and the same was true of 
several other key releases. Still, the likes of 
Black, Kingdom Hearts II, Dragon Quest VIII 
and Guitar Hero helped quell our next-gen 
blues, even if the E3 From Hell didn’t help 
matters. Between the PSS’s ludicrous price 
and the cringe-worthy game reveals, things 
weren't looking good for Sony catching up to 
Microsoft in the new console race... 



YOU’D THINK THAT delaying the PS2 s 
successor until the followingyear (in Europe, 
at least) might have hurt the PS2 in terms 
of sales and support, but the truth couldn’t 
be more different. In fact, this was the year 
that we’d see some all-time classics push 
the old hardware to its very limits. Never was 
this more true than in the case of Shadow Of 
The Colossus, an exceptional and emotional 
adventure but one that really highlighted just 
how much Sony’s new machine needed to 



200 ^*^ 



WITH SEVERAL OF the greatest games of 
all time releasing in the space of 12 months, 
it’s safe to call 2005 another classic year. A 
pair of threequels in the form of Metal Gear 
Solid 3 and Devil May Cry 3 brought best-in- 
class performances while Goc/ Of 1/1/ar took 
spectacle to new heights with its gruesome 
take on Greek mythology. Capcom also dealt 
Nintendo’s ailing GameCubeyet another 
blow by porting Resident Evil 4to PS2, along 
with the strange killerZ plus Quantic Dream 
shot to fame with Fahrenheit - effectively an 






] 5na/(eEaferisstillthebestir 
es in the eyes of many fans. 



interactive movie in a manner it would later 
refine with Heavy Rain and Beyond: Two 
Souls. After much speculation, this the year 
that we first saw the PSP, although it wasn’t 
quite the overnight success Sony would 
have hoped for - high costs means that even 
though it offered console-standard gaming 
on the go, Nintendo would still not be budged 
from handheld dominance. The 360 also 
launched this year, but with over 100 million 
PS2s in the wild, Sony’s dominance held 
strong in face of yet more powerful rivals. 



IF I COULD only ever play one 
PS2 game for the rest of my 
life, it would be Sumo Digital’s 
stunning sequel to OL/ff?L/n 2. 
Coast 2 Coast isn’t really a new game as it’s 
essentially a stunning port of both Out Run 
Band its sequel Out Run 2 SR. However, the 
developer added enough new content to 
it to make it feel like its own unique game. 
The missions have been greatly expanded 
from those found in the original arcade 
game, while a large number of Ferraris were 
included too, ensuring there was plenty 
of reason to return to it. And I’ve been 
returning regularly for the last nine years. 
Just a truly stunning racer. 



Darran Jones (Editor, Retro Gamer) 



2006 



PRINCE OF PERSIA: 

THE SANDS OF TIME 

RELEASE: NOVEMBER 2003 

Since Tomb /?a/dertook the grid- 
based platforming of the original Prince Of Persia, 
Ubisoft did brilliantly to reclaim its idea, complete with a 
novel time-bending mechanic to mitigate failure. 




GOD OF WAR 

RELEASE: JULY 2005 

Few games set the stage better 
for the modern ‘showpiece’ game 
than Sony Santa Monica’s Ancient Greek epic. It’s 
just one highlight after another and the amazing set- 
pieces just keep on coming. 




METAL GEAR SOLID 3: 
SNAKE EATER 

RELEASE: MARCH 2005 

Disappointed by MGS27 Konami 
returned to form with Snake Eater, an ambitious and 
impressive evolution of the classic MGS formula that 
remains a series standout for many fans. 
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MY PIAVSTATION MOMENT 

Paul Walker-Emig (Senior Staff Writer, Play) 



HOTLINE MIAMI 

HOTLINE MIAMI IS one of the 

best action games I've ever 
played. Not only is it near-flawless 
in terms of its intense combat, 
it is also incredibly stylish andhas one of 
the best soundtracks in videogames, its 
Eighties-themed electronic tunes perfectly 
matching both the era in which it is set, and 
the trance-like experience of playing the 
game. Add to that its intelligent and self- 
reflexive story and you've got an incredible 
game. If you ever wonder why Sony's 
increasing interest in indie developers over 
recent years is a good thing, then Hotline 
A/f/arn/ i s y 0 u r a n s we r. 



THE FIRST YEAR of the PlayStation 3's life is a pretty famous 
low for Sony - between the high console price, limited catalogue 
of games and exclusives and hardware failure issues with earlier 
models, it's no wonder a lot of people either stuck with their PS2s 
(which was still enjoying great support with the likes of God Of War 
II, Persona 3 and Odin Sphere) or moyed across to either the Xbox 
360 or family-friendly Wii. It was just a bleak year for first-party PS3 
titles, but amid the trickle of half-decent stuff like Heavenly Sword 
and MotorStornn (as well as a solid showing for one Nathan Drake 
in his debut. Uncharted: Drake's Fortune), one game did manage to 
make a positive impression, namely Warhawk. With MS charging for 
online play, this offered epic online combat for just the up-front price 
of the game and it developed a large player base. It wasn't so much 
the game itself that captured the imagination for many, rather the fact 
that it demonstrated would online gaming should be - fast, frantic 
and fun, and without havingto jump through hoops. The same could 
be seen in Modern Warfare, turning a good series into a great one and 
setting the scene for the online landscape we know and love today. 



AT LAST, THE exclusives started to 

arrive, and they didn't come much bigger I 

than Metal Gear Solid 4: Guns Of The ^ 

Pafr/ofs. Up to this point, no one game ' . 3^ 

had really offered enough incentive 
for people to buy a new PlayStation ^ . • 

console, but Kojima's story-driven 

opus was just one of many this year- /' ; 

LittleBigPlanettook us to creative platforming “ X 

paradise, an enhanced SIngStarturned PS3 into a 
family-friendly karaoke machine, Valkyria C/7ron/c/es secured 
the hardcore vote with its superb strategic action. Resistance 2 vastly 
improved on the EPS combat of the original and Haze... well. Haze 
is a game that came out. It was a great year for third-party support 
too, both in terms of playing catch-up to the 360 library and in terms 
of new releases. Dead Space, OTA IV, Mirror's Edge, Rock Band, 
Fallouts, BioShock... the list goes on and even if you only bought a 
PS3 for one of those cool new exclusives, you certainly wouldn't have 
struggled for other great things to play on it. This was also the year 
that Trophies were first introduced, offering a streamlined take on 
Microsoft's Achievements system that let players track and compare 
progress across multiple titles. 



FEATURE 20 YEARS OF PLAYSTATION 
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\OX L Thanks to Arkham Asylum, 
pretty much eveiy modern action 
game has the same combat system. 



\ 4^ a 






'T’SSAFETOgo 

ahead and call this the riiljLlJUiWiLL_ 
Year Of The Comeback. 

Batman, after years of turgid movie licenses, 
finally punched his way back into gaming 
relevance with the outstanding Arkham 
Asylum: Street Fighter after a decade away, 
returned to consoles and sent the 2D fighter 
screaming back into popularity: even FIFA, 
after several years of stagnation, at last 
managed to steal the footy title away from a 
struggling Konami with its strongest showing 
in memory. Sony itselfwould stage the first 
part of its own comeback, too. KilIzoneS, 

“UNCHARTED 2 
CAME BLASTING 
ONTO THE 
SCENE" 

while not quite up to the standard of that 
E3 video, balanced great visuals and tight, 
weighty gunplay to make it a series worth 
caring about, InFamous made its debut, 
timed perfectly to capitalise on the love for 
open world games after GTA IV, Assassin's 
Creedand Fallout Sand a new slim PS3 
model made the machine more affordable 
(and desirable - it’s a way nicer-looking 
console). Just in time, too - Uncharted 2 
came blasting onto the scene with incredible 
cut-scenes, cutting edge-visuals and 
perfect gameplay. Naughty Dog barging its 
way to the front of the queue for the Game Of 
The Generation award. 







THE LAST OF US 

f WHAT IS PROBABLY the most 
1 captivating story I’ve ever had the 
* pleasure of playing, Tde Last Of 
^ Us defined the PS3 generation 
even with its late arrival. Zombie modes 
became increasingly popularthroughout 
the lifespan of the Playstation 3 and 
Naughty Dog showcased some of the 
best character design the world had seen 
with its Runners, Clickers and Bloaters. 
Combine this with the stunning overgrown 
and abandoned landscapes throughout 
the game and the gripping story of two 
of Sony’s most beloved characters now 
and it all adds up to one of the greatest 
videogame experiences ever produced. 



FEATURE 20 YEARS OF PLAYSTATION 
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DEFINING GAMES 



UNCHARTED 2: 

AMONG THIEVES 

RELEASE: OCTOBER 2009 

It was a toss-up between this and 
The Last Of Us, but we’d argue that Drake’s second 
outing was slightly more important for the trajectory 
and success of PS3 due to when it arrived. 



CALL OF DUTY 4: 
MODERN WARFARE 

RELEASE: NOVEMBER 2007 

Every shooter owes something to 
Infinity Ward’s EPS. Rewriting the rulebook on what an 
online suite should offer and doing so with the series’ 
tight shooting, C0D4 remains the series’ finest hour. 



li’ii'jjriV^iMiiiiJi’iiHi’iiji^ii 



Liam Warr (Designer, Play) 



RELEASING A LITTLE too late (especially 
considering that the Wii bubble had already 
started to deflate a little at this point), 
PlayStation Move was this year’s oddity. 

The tech was great - way more accurate 
than Nintendo’s alternative - but without 
any real killer apps, it was EyeToy all over 
again. Gimmicks, party games and simplified 
sports were pretty much all we got but 
hey, options are never a bad thing. And 
it’s not like core gamers were left wanting, 
either - God Of War ill stumeh players 
with its insane visuals and graphic violence. 
Demon's Souls laid the groundwork for 
the Souls series of today thanks to From 



Software’s emphasis on challenge and 
ingenious online features, while Heavy Rain 
(later re-released with Move support, which 
actually made it worse) introduced many to 
the idea of a branching narrative and gave 
meme hunters plenty of fuel in the process. 
Also of note was the launch of PlayStation 
Plus, Sony’s subscription service offering 
free games, early beta access and exclusive 
discounts to members. Oh, and there was 
that embarrassing little slip-up at the end of 
February, where older PS3 consoles thought 
that 2010 was a leap year and couldn’t be 
used online at all for a day while console and 
server argued about what the date was... 



“DEMON’S SOULS LAID THE 
GROUNDWORK FOR THE SOULS SERIES 
THANKS TO FROM SOFTWARE’S 
EMRHASIS ON OHALLENGE” 
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The sad truth about Vita is that there 
simply isn’t much of a market for home 
standard videogames on a portable 
platform. Everyone has a phone that 
can run decent games (and F2P 
time-wasters), so the need for a 
bespoke gaming handheld doesn’t 
exist like it did back when the Game 
Boy rose to power. It’s a shame, 
because Vita is an amazing piece of 
kit capable of pumping out incredible 
graphics and delivering new gameplay 
experiences. Don’t believe the bullshit, 
either - it has loads of great games and is 
still getting awesome new ones, too. 



SONY JUST COULDN’T 

seem to catch a break no 
matter how good its software 
support was - in April, PSN was 
hacked and over 70 million user 
accounts potentially compromised. The outage 
lasted roughly a month while Sony reinforced 
its security, offering a package of free games as 
compensation. It’s sad that this cloud lingered over 
what was otherwise a strong year for gaming. Skyrim 
Dark Souls, Mass Effects, Arkham City, Uncharted 
3, Dead Space 2, Porta/ 2... it was just wall-to- 
wall greatness. Well, assumingyou ignore 
Duke Nukem Forever After about 4 billion 
years in development hell, the shooter finally 
made it onto shelves, though its awful 
graphics and dated gameplay made 
most people wish it had never showed ^ 

up at all. The toys-to-life genre ' ^ 1 

was also born this year, Spyro’s '' m 

radical makeover giving the ' ' 

world S/<y/anc/ers and forcing ■ ■ ■' 

parents to concoct creative ^ 

excuses as to why their 
kids didn’t need all those 
shiny new toys. 



THIS SEEMED TO be something of a tech-centric year for Sony, 
which proved especially interesting with rumours of a new console 
I bubbling away furiously. There was yet another new PS3 model in 
the budget Super Slim, the launch of PSP’s successor. Vita, and 
- . news that Sony had acquired streaming specialists Gaikai for almost 
$400 million. That last point made waves at the time as nobody was 
really sure why (we know now that this is the tech behind services 
like Remote Play and PlayStation Now) but none of this could detract 
from another strong year for PS3. Indies really started to come to the 
forefront this year, with the likes of VoL/rney and The Walking Dead 
sitting alongside heavy-hitters like Borderlands 2, Far Cry 3, XCOM 
and Mass Effect 3 \n Game Of The Year shortlists. As the rumour mill 
churned out possibilities about what a new generation might bring, 
Nintendo actually got off the starting blocks first - Wii U launched 
late this year but with confusing branding and marketing and a weak 
catalogue, Sony didn’t lookto have much to fearfrom Nintendo. 



STREET FIGHTER IV 

RELEASE: FEBRUARY 2009 

True to its roots yet with enough 
new features and characters to win 
over a whole new generation, Capcom proved with SFIV 
that it could still turn out killer sequels even if recent 
Resident Evil games suggested otherwise. 



DARK SOULS 

RELEASE: OCTOBER 2011 

Demon’s Souls is responsible for 
establishing the formula but Dark 
Souls is the game where gameplay and combat caught 
up to vision and creativity. Challenging, rewarding and 
daunting in equal measure, it’s just a must-play game. 



BATMAN: ARKHAM ASYLUM 

RELEASE: AUGUST 2009 

There are arguments to be made 
that City is the better game than 
Asylum. But after turning around the Bat’s standing 
in gaming. Asylum is the game responsible for guiding 
Batman back to the gaming elite. 
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ALTHOUGH PLAYSTATION 4 would not arrive until November, Sony’s 
console announcement conference earlier in the year meant that all new PS3 
games would end up emerging from the shadow of the new machine. Such 
was the strength of the announcement and potential lineup that most eyes 
were already looking to the future, although to do that would have been to miss 
some great games as PS3 wound up. The Last Of Us and GTA l/sawthe old 
hardware pushed to its very limits and proved there’d still be life in the console 

■ t strolled into town - hell, PS2 games were still coming out, 
iich (PES2014) actually got released this very year. PS4 
/ finally rolled around and after many high-profile delays, 
isn’t much to see in terms of exclusives. Resogun\Nas (and 
lazing, while K/Z/zone was a great graphical showcase with 
t multiplayer. Still, boasting the best versions of most cross- 
latform releases, PS4 managed a way stronger start than its 
forerunner, and the best was yet to come... 















AS MORE AND more big games suffered delays, it 
became increasingly apparent that developers really 
must have underestimated the amount of work that 
goes into making a polished triple-A game in this 
day and age. Between rough releases like Thief and 
Konami releasing a small slice of Metal Gear Solid V 
as The Phantom Pain in order to tide fans over to the 
real deal, we clearly had a year of ports, remasters 
and delays on our hands. A few original titles - 
inPamous: Second Son, among others - were there 
to fill the gaps left by all the delays. But even games 
, like Destiny with its lack of content at launch, meant 
that sometimes, playing enhanced versions of older 
games might just be the better option. Not that we 
ever need an excuse to go back to Final Fantasy XIV 
or Diablo III but hey, at least that option was there. 






puYsnnoN4’s 

DEFINING GAMES 



BLOODBORNE 

RELEASE: MARCH 2015 

The first example of a game worth 
buying a console for this generation. 
Evolving the Souls series’ combat and grim setting, this is 
arguably From’s best work. And with that new expansion 
out any day, it looks like we’ll be heading back to Yharnam. 



DESTINY 

RELEASE: SEPTEMBER 2014 

It might not have had the strongest 
of launches but with each expansion, 
Destiny edges closer to true greatness. The Taken King 
reinvents the game brilliantly and leaves us with high 
hopes for future content. 








AND LO, THE floodgates finally opened. 
Bloodborne kicked us off in style, followed 
closely by greats like Mortal KombatX, 
Batman: Arkham Knight and The Witcher 
3: Wild Hunt. In June, Sony went absolutely 
nuts at E3, making dreams come true with 
announcements like the FFVII remake and 



Shenmue 3 and the re-reveal of The Last 
Guardian. It was just ridiculous. And in case 
you hadn't noticed, the year’s not even 
done yet. Before 2016 lands, there are even 
more huge games on the way, from Call Of 
Duty: Black Ops III to Star Wars Battlefront. 
Another great year, all things considered... 






2016 & M 
BEYOND 



i \i, 

^2 \ 



WE DON’T NEED to dedicate all that much 
space here to the future of PlayStation, 
since that’s what the majority of this 
magazine is for. 2016 is going to be insane, 
and Q1 in particular will be extremely 
expensive. Uncharted 4, Deus Fx: Mankind 
Divided, Far Ory Brimaf Street Fighter V, 
The Division... all looking great and all mere 
months away now. There’s also something 
big to look forward to on the tech side of 
things, with PlayStation VR likely to make a 
splash if Sony can get the price right and hit 
the mass market with it. The big question, 
though, is this: how the hell will Sony be 
able to top E3 2015? 



BLOODBORNE 



® I’VE BRAVED THE Spencer 

mansion. I’ve unravelled Ultimecia’s 
Time Kompression, I’ve slain 
colossi, damned The Patriots and 
I’ve delivered a bullet to Marlene’s face. All 
of these legendary achievements, right? 
While all of these moments are now in my 
forever locked in my nostalgic Hall Of Eame, 
another has recently joined their ranks: 
finishing the Paleblood Hunt. What I love 
about Bloodborne is that it’s a hunter’s game 
in every way: you hunt for power, you hunt 
for your weapons and gear, you hunt for the 
survival and you hunt for the game’s story. 

It’s fantastic. Also, f**kyou. Vicar Amelia. 



AOXD We were pleasantly surprised 
by how good MKX turned out. DLC 
model aside, it’s a cracking fighter. 









y W Ji:rWHAT I LOVE ABOUT 
BLOODBORNE IS THAT IT'S A 
^ HUNTER’S GAME IN EVERYWAY” 



MY PlAYSTAnON MOMENT 

Drew Sleep (Production Editor, Play) 



THE WITCHER 3: 

WILD HUNT 

RELEASE: MAY 2015 

With one of the biggest open worlds 
we’ve ever had the joy of exploring and a constant 
trickle of content, CD Projekt Red has really raised the 
bar for how open-ended RPGs should be done. 




RESOGUN 

RELEASE: NOVEMBER 2014 

Some saw the fact that an indie 
game was the console’s best game 
on day one to be a joke, but we’ve always seen it as a 
positive. A great game is a great game regardless of 
where it comes from and Resogun is brilliant. 




METAL GEAR SOUDV: 
THE PHANTOM PAIN 

^ RELEASE: SEPTEMBER 2015 

While elements of the game might 
not sit well with everyone, few would argue that the 
game is not a masterpiece when it comes to general 
gameplay. MGSVhas defined stealth for years to come. 
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DETAILS 



PUBLISHER 

Sony 

DEVELOPER 

Naughty Dog/Bluepoint 

PSN PRICE 

£49.99 

PLAYERS 

1 

AGE RATING 

16+ 

TWITTER 

@Naughty_Dog 



Trophies 166 




3 12 23 128 



IT SEEMS LIKE a perfect 
combination: the trilogy 
of games that made 
Naughty Dog one of the 
most critically lauded studios in the 
world and the kings of the remaster in 
Bluepoint games. For the most part, 
it is, though that doesn’t mean that 
there's nothing wrong 
with The Nathan 
Drake Collection. 

Let's start off by 
saying that the visual 
enhancements Bluepoint 
has made to the 
Uncharted tnlogy are 
fantastic. Textures are more detailed, 
lighting is vastly improved and, at 
1080p resolution, you can really see the 
difference that the visual tweaks have 
made. Whether in the thick foliage of 
a forest broken up by shards of light 
breaking through the canopy, or city 
streets littered with rubble and grime. 



the already beautiful Uncharted games 
look better than ever before. 

As you'd expect, the difference 
is most pronounced in the first two 
Uncharted games. The second hits 
something of sweet spot in that 
Bluepoint is working from a better 
technical base than with the first 



game, but there is more room for 
improvement than with Uncharted 3, 
meaning that it is the best game in 
the series which ends up grabbing 
your attention in terms of its technical 
improvements. Uncharted 3 st\\\ takes 
obvious steps forward, save for the 
fact that there's something off with its 



character models, making them look 
a bit like plastic. Along with the higher 
resolution, improved textures, lighting, 
and so on, all games in the collection 
run at a perfectly smooth 60fps. 

However, we have to stop short of 
saying that the collection is perfect 
from a technical perspective. While 
we do not wish to 
understate the fantastic 
job Bluepoint has done 
with the Uncharted 
trilogy on the whole, we 
have to mention that we 
did notice some minor 
issues. In Uncharted 2, 
there was an instance where a guard 
that was meant to be sitting suddenly 
teleported into a standing position in 
mid-air. In Uncharted 3, we somehow 
climbed through a wall to be confronted 
with the kind of ugly geometry that 
anyone who has ever bugged outside 
a stage in a videogame will be familiar 
with. We also spotted a few small 
animation glitches. None of these 
problems were game-breaking (even 
the (Tnc/7artec/6 incident was resolved 
by climbing back through the wall), 
nor would we say they were frequent. 
However, when we're evaluating a 
remaster like this, where our focus is 
primarily on the quality of the remaster 
itself, it needs to be acknowledged that 
you might encounter some problems 
that weren’t there in the original games. 

And while our focus is on the 
remaster, rather than the games per se, 
we also feel that it's worth mentioning 
that in some ways the Uncharted 





“BLUEPOINT HAS DONE A 
GOOD JOB OF MAKING 
COMBAT MORE CONSISTENT 
ACROSS THE THREE GAMES" 
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TOMB RAIDER Uncharted n\cked a bunch of stuff from 
the original Tomb Raider. New Tomb Raidern\cked a 
bunch of stuff from Uncharted. The circle is complete. 
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GIVE YOUR SCORESoFOLLOW OUR SCORES 




NEWWAYSTO PU\Y 

There are no major new modes, but Bluepoint has added a couple of neat extras... 



EXPLORER 

Explorer mode has been 
added for players who are 
more interested in the 
experience, rather than 
challenge, dramatically 
reducing combat difficulty. 



BRUTAL 

On the other end of the 
scale from Explorer Mode is 
a new Brutal difficulty that 
is unlocked after finishing a 
game on Crushing. We’ll give 
that one a miss, thanks. 



SPEED RUN 

All three Uncharted 
games now have a new 
Speed Run mode. This 
mode makes it much easier 
to track and compare your 
times with friends. 




games do show their age. In truth, 
they were never shooters, but 
that's become even more apparent in 
returning to them. Weapons feel as if 
they lack impact, getting in and out of 
cover can be fiddly and there's a general 
sense of sloppiness to the gunplay. 
Bluepoint has done a good job of 
making combat more consistent across 
the three games, but that was never 
going to remedy that fact that it wasn't 
all that in the first place. Combat is not 
bad, but you might find that it's not 
quite as good as you remember. 

Even with caveats about Uncharted’s 
combat, these are still fantastic games. 
Even without the V\sua\ improvements 
Bluepoint has made, they've got 
some of the best set-pieces in games, 
excellent pacing, showcase Naughty 
Dog's unparalleled dialogue and 
characterisation, and capture the spirit 




of adventure that Uncharted has always 
been reaching for. In that respect 
alone, having the three legendary titles 
collated in one package represents 
great value for money. Add to that the 
substantial technical improvements in 
terms of frame-rates and visuals 
and the argument that The Nathan 
Drake Collection is the best way to 
return to this classic PlayStation 
series makes itself. 

Paul Walker-Emig 



VERDICT 



It has some minor technical problems, 
but the care that Bluepoint has put 
into The Nathan Drake Collection 
makes it clear that this is far more 
than a rudimentary cash-in. 

PlayMag_UK scored 8 for 
Uncharted: The Nathan Drake Collection 

Follow our scores on JUST A SCORE 
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DETAILS 

PUBLISHER 

Activision 

DEVELOPER 

PlatinumGames 

PRICE 

£ 39.99 

PLAYERS 

1 

AGE RATING 

12 + 

TWITTER 

@platinumgames 

Trophies 31 

1 3 22 5 



© FOR PLAYERS OF a 

certain age, Devastation 
is an absolute dream 
come true. It looks like the 
ALSO ON PS3 original G1 cartoon and 
sounds like it as well (by virtue of the fact 
that most voice actors reprise their roles, 
although it’s lacking the original theme 
and music), with gameplay handled by 
the same team that gave us Bayonetta 
and Metal Gear Rising: Revengeance. 
And while the mid-price release gives 
some indication of what to expect in 
terms of the amount of content, it also 
massively undersells the level of quality 
and authenticity displayed by this 
superb action game. 

Falling somewhere between the 
flow of Bayonetta and the weight 
and purpose of Revengeancemth a 
splash of Vanquish thm\Nn in for good 
measure, moment-to-moment combat 
is slick, satisfying and sensational. 

The transformation mechanic feels 
- arguably for the first time ever in a 
Transformers game - like it actually 
serves a purpose... several, in fact. 
Combos can be ended with powerful 
vehicular attacks (which themselves can 
often lead to follow-ups), or you can use 



the smaller frame and quicker movement 
of the vehicle form to escape larger, 
more telegraphed incoming attacks. The 
latter isn't quite true for Prime (being a 
truck, he's a little on the slow side) nor 
for Grimlock, but the Dinobot is a law 
unto himself. Dinosaur form has its own 
set of attacks meaning that you can 
create seamless combos that switch 
between the two modes, though his 
lack of pace makes him better suited for 
skilled players. Oh, and wrestling fans - 
following a successful dodge or parry. 



versions of attacks between characters 
and vehicular versatility (as often seen 
in character-specific special moves) 
is pretty awesome, while most weapon 
types are limited to a portion of the cast. 
These are received via random drops, a 
simple yet enjoyable loot system slapping 
various perks and stats on melee and 
ranged weapons, which can be fused and 
improved in order to get the perks you 
want on the gear you want it on. As you 
rise through the difficulty levels, you'll 
feel slightly at the mercy of this system 



“FALLS SOMEWHERE BETWEEN 
THE FLOW OF BAYONETTA 
AND THE WEIGHT AND 
PURPOSE OF REVENGEANCE” 



Grimlock can perform piledrivers and 
other grapple attacks on smaller foes for 
score bonuses, but he's the only playable 
character who can do so. 

There's a fair amount of variety 
between each of the five Autobots 
despite what is effectively a universal 
moveset - even the same basic 
command performs slightly different 



at times (especially if you can’t seem 
to get good weapons to drop) but with 
plenty of ways to boost drop rates, you 
shouldn’t have to go too long without 
seeing A, S or even SS rank gear. Just be 
ready to change things up should you 
unlock something in the next tier up - the 
difference is staggering and it's worth 
relearning your combos for extra damage. 
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Coming in at just five-to-six hours 
across seven chapters, things like the 
character progression system and loot 
system are essential in supporting the 
basic act of climbing the difficulty ladder 
to create longevity - as long as you aren’t 
averse to replaying chapters multiple 
times, there's actually a fair bit to see and 
do here. Warrior difficulty is pitched pretty 
well (the easier Scout mode is only really 
there for youngsters and Transformers 
fans who don’t really do character action 
games) and Commander is best tackled 
after at least a partial run on a lower 
setting to fully learn the mechanics, as 
it doesn’t pull many punches. But that’s 
important, as it prepares you for the 
pair of unlockable difficulties where, in 
true Platinum style, every hit hurts like 
hell and getting sloppy or greedy will 
almost always get you killed. Still, with 



AOXDThe tone of the original 
cartoon has been perfectly 
captured, right down to some of 
the quirks of Eighties animation. 



the cruel enemy placement of Magnus 
and Prime modes comes the prospect 
of better loot. It’s also worth mentioning 
that level design, while guilty of a few too 
many A-to-B strolls between fights, does 
promote exploration and replay with 
optional missions found out of the way 
that contribute to your overall level rank. 

Bosses represent a clear highlight 
and each has its own set of patterns and 
gimmicks to learn - with the original 
series’ composer on hand to back them 
up with rocking themes, the best of these 
are memorable showdowns. Learning 
them is also key to tackling the Challenge 
mode, which likes to throw them around 
in new scenarios and sometimes even in 
pairs. It can get messy but there are some 
neat ideas among the repurposed stuff, 
and it’s another way of extending the life 
of what is otherwise a short game. 



A small slice of succulent steak (or 
suitably delicious vegetarian alternative, 
if you’d rather) it may be, but between 
rock-solid combat, slick presentation 
and an unwavering respect for its source 
material, Devastation is classic Platinum. 
Transformers fans can basically add two 
points to the score, but even those who 
aren’t so fond of robots in disguise will 
struggle to deny its quality. 

Luke Albiges 



VERDICT 



An excellent game that manages 
to make up for its lack of content 
with great mechanics and superb 
presentation, Devastation is Platinum 
doing what Platinum does best. 

PlayMag_UK scored 8 for 
Transformers Devastation 

Follow our scores on JUST A SCORE 
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PI>1«§=| 63 








Rock Band 4 

A solid opening to a potentially ineredible set 



DETAILS 

PUBLISHER 

Mad Catz 

DEVELOPER 

Harmonix 

PRICE 

From £49.99 

PLAYERS 

1-6 

AGE RATING 

12 + 

TWITTER 

©Harmonix 

Trophies 51 

1 2 8 40 



© PICTURE THE SCENE: 

you get really into a new 
band, obsess over the 
first few albums, gather 
you friends to hit up shows up and down 
the country and fill your house with 
merch. But then one day, the scene 
falls apart and the band disappears 
almost overnight. You cling to the dream, 
still rocking out to the old albums and 
adding clicks to a seemingly defunct 
YouTube channel in the vague hope 
that the band will resurface. Eventually, 
they miraculously do, striding back 
onto the scene with the original lineup 
and everything. Overcome with joy, you 
count down the minutes until the first 
comeback show but when the fateful 
hour finally comes, you wind up leaving 
a little underwhelmed. The magic's 
just not there any more, and the band 
almost seems to have forgotten some of 
its best material. Well, that group is the 
imaginatively-named Rock Band, and 
RB4 is that somewhat disappointing 
homecoming show - as much as it still 
may have the power to entertain, there's 
simply something missing right now. Well, 
quite a few things, actually. 

It was to be expected without the 
backing of a major publisher, but fun as 
it is. Rock Band 4 lacks a fair bit of the 
functionality of the last few games. Pro 



Guitar and Keyboards likely won't be 
missed by many but for those few who 
spent several hundred quid just to use 
them in one game, their removal will be 
a real disappointment. Similarly, online 
play - while far from the focus of what 
is primarily a local party game - is sadly 
absent at launch, making get-togethers 
the only way to play with friends. Training 
mode is gone too, with No-Fail Mode a 
crude replacement for getting your head 
around tricky patterns or breakdowns, 
and RB3’s drum lessons will be missed 
by those struggling to break out of 
Medium purgatory on the tubs. And while 
we can't fault Harmonix's Herculean 
effort to get old DEC and instruments 
working on a new platform, it's still a 
shame that some plastic friends are 
no longer with us and a lot of the music 
catalogue (particularly imported setlists 
from previous disc-based games) still 
hasn't shown up. Much of this is, we're 
assured, coming at some point down the 
line, but that promise doesn't alter the 
fact that in its launch state. Rock Band 4 
seems incredibly bare-bones. 

What /s there, however, is pretty much 
as good as it has ever been. Gameplay 
additions are few and generally quite 
divisive. The freestyle guitar solos, for 
instance, are fantastic in theory and fun 
to mess around with, for sure. With a little 



time on your own with a song, you can 
actually create some awesome-sounding 
fills and licks. But in Rock Band’s natural 
habitat - a rowdy party environment 
- few players will have the skill to cook 
up something that works that well on 
the fly and the resultant overpowering 
cacophony (while still technically in key) 
ends up being an unwelcome distraction 
for other players, especially in tricky 
songs where other instruments fit around 
the original solo. Drum fills too have been 
overhauled, though the default Dynamic 
Fills option has a nasty habit of throwing 
awkward patterns into songs that really 
don't want or need them. Fortunately, 
in the case of both solos and fills, 
alternatives exist if the new ones don't 
go down well with the band, meaning 
scripted solos and freeform fills are still 
available (and arguably preferable). 

The one big change we can't knock is to 
vocals, granting singers the opportunity 
to express themselves when playing on 
Hard or higher. Gredit is now given for ad- 
libbing in key and singing your own parts 
or harmonies as well as for doing it by the 
book. Songs you once ruled out for mic 
duty due to one or two tricky high notes 





AOXD For added enjoyment, set 
your band name to Ace Random And 
The Ace Randoms and assign Ace 
Random to every role in the band. 



/r 
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Download on the 

V AppStore 
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FUN AS IT IS? ROCK BAN0\4 LACKS 
A FAIR BIT Of THE FUNCTIDNALITY 
OF THE LAST FEW GAMES” 











suddenly come back onto the menu - 
rather than busting a gut trying to keep 
up with Freddie, offer your own take on a 
melody and you'll still contribute to the 
band's performance. 

In having to avoid overlap with previous 
games and the vast DLC catalogue, 
Harmonix has effectively forced itself into 
turning in its weakest on-disc setlist to 
date. It's also the most eclectic, however, 
meaning those with broad music tastes 
are likely to find new bands to get into 
and some great songs to play. As usual, 
there are a fair few tracks that you might 
not expect to work in the game that end 
up being great fun to play on particular 
instruments, while a handful of others 
suffer from weak charting that makes 
them arbitrarily tougher than they should 
be. Outside of the fixed playlists in the 
entertaining Tour mode, the option to 
select and play multiple songs has been 
replaced with a voting system that lets 
the band select the next song on-the-f ly. 
It's cool in theory and generally works, 
but it's not without its quirks - having 
one stubborn person dodge the general 
consensus and get their way can be 
frustrating (particularly if the singer 



doesn't know the chosen track) and some 
of the options presented are just plain 
bizarre. Literally nobody has, when asked 
what they'd like to play next, responded 
with ‘a song from 1987. 

Ultimately, Rock Band\s still the same 
outstanding party game it has always 
been, but the experience is marred by the 
absence of a slew of features that fans of 
the series have come to expect. It's like 
seeing Kiss play a gig with practice amps 
in a run-down shed - the core element 
is great, as always, but it's just lacking in 
some key areas. Give Harmonix a few 
months/years to layer on the facepaint, 
hire a huge stadium and stack the amps 
high, though, and this could yet be 
something truly special. 

Luke Albiges 



VERDICT 



Even with the lack of features, Rock 
Band4 \s still as fun as the series has 
ever been with friends. Expect the 
score to rise as Harmonix comes good 
with updates and new content... 

PlayMag_UK scored 7 for 
Rock Band 4 

Follow our scores on JUST A SCORE 
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REVIEW 



DRAGON QUEST HEROES 



PS4 





I Dragon Quest Heroes 

I Are you ready for this jelly? 

DETAILS 





that spice things up just enough to 
make it more noticeable than its Koei 
Tecmo peers. 

The game trades on its similarity to 
the parent Dragon Quest games: there's 
a pseudo-RPG system tucked under the 
skin of the game that actually makes 
you want to jump into the picturesque 
fantasy-Medieval stylings of the game's 
world to grind. For a Warriors game, 
that's rare: we played this game for 
the progression, not just the mindless 
killing. There's also the a nod to the 
series' monster recruitment that 
comes in the form of in-battle buffs: 
fulfil certain criteria and you can recruit 
minion-level or boss-level monsters to 
your side - some buff you, some debuff 
enemies, some act as walking turrets 
and some have a powerful one-use 
ability you can bum whenever. This 
actually makes the battles a lot more 
fun: it turns out popping a giant Cyclops 
in the middle of an enemy squad is 
something that breathes a bit of life into 
the endless horde combat, after all. 

Riffing on a series that's been going 
since 1986 means Dragon Quest 
Heroes can bring in a whole heap of fan- 
service, from the supporting characters 
of Dragon Quest IV and Dragon Quest VI 
to the British sidekicks of the main 



PUBLISHER 

Square Enix 

DEVELOPER 

Omega Force 

PSN PRICE 

£ 39.99 

PLAYERS 

1 

AGE RATING 

3 + 

TWITTER 

@DragonQuest 

Trophies 50 

1 2 11 36 



© THIS IS THE best 

Warriors ga m e t h at 's 
come out in the last five 
years. There's no question 
about that. For us PS3/PS4 players that 
didn't get chance to experience Hyrule 
Warriors (Wii U), we've not really seen 
what a Warriors style game outside of 
Dynasty Warriors and Samurai Warriors 
has to offer, right? The One Piece 
games don't count - being made on a 
budget doesn't give you any excuse for 
being, you know, not good - but this 
one... well, this one was made with love. 

Don't get us wrong - it still has its 
drawbacks, but if you're going into an 
Omega Force game, you kind of know 
what to expect. Yes, you're going to be 
hammering Square without question, 
yes, you're going to be dispatching 
endless waves of foes, and yes, you're 
going to sit through a bad story. But 
Dragon Quest Heroes manages to 
throw a few extras into the slimy mix 



protagonist from Dragon Quest VIII, 
Jessica and Yangus. The story is... 
passable, but focuses on making you 
laugh over making you care - a wise 
choice. Brimming with fan-service and 
knowing nods to the parent series, you 
were never going to get a decent story, 
but hey, it's entertaining: a Sunday 
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“A PSEUDO-RPG 
TUCKED UNDER 
OF THE GAME" 

morning cartoon that'll be the perfect 
palette cleanser in your collection 
alongside games like Blood borne. 

The franchise's extensive bestiary 
slowly makes its way into the game, but 
you'll be fighting a lot of colour-swaps 
and giant versions of things you've 
already killed. Make no mistake - this 
is a lengthy RPG wrapped up in a 
Warrlorssk\n, and that's not bad... but 
gameplay of this sort doesn't lend itself 
to longevity. If you don't easily tire of 
comboing monsters to death, the way 
this game has implemented Dragon 
Quest’s crafting, mini medal system 
and questing into the formula artificially 
adds length to the whole thing. You 
can do extra tasks to earn buffs, gold 
and weapons, but that only means 
doing more of the same in the actual 
gameplay sections themselves. 



www.play-mag.co.uk 
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SYSTEM IS 
THE SKIN 



If you're a Dragon Quest fan and 
want something tide you over until we 
get another localised game, you could 
do worse than this. The same could be 
said to Dynasty Warriors fans - this 
game makes so many improvements 
to the genre and reintroduces the 
fun back into it all, that we'd be hard 
pressed to recommend a better 



brawler on PS4 right now. 

Dom Peppiatt 



VERDICT 



Riddled with shameless fan service, 
supported by actually decent 
production values. The biggest 
(read: best) change the Warriors 
formula has seen in years. 




PlayMag_UK scored 8 for 
Dragon Quest Heroes 

Follow our scores on JUST A SCORE 



SHAPE THESE FEATS, IFYOU CAN... 


X 


ALWAYS BELIEVE IN YOUR SOUL 

IF YOU GET 200 mini medals, you’ll pop a Silver Trophy andbe 
able to buy yourself all the perks in the game. Double bonus! 


i 


IT'S A COUP! 

UNLOCKALLTHE characters and then use their special 
abilities then boom. Bronze Trophy. 


Beaten our trials? Let us know @PlayMag_UK! 




DYNASTY WARRIORS 8 For Musou purists, the eighth 
entry in the core series was a return to form - featuring 
the biggest roster the series has seen to date. 
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DETAILS 



PUBLISHER 

Warner Bros. 

DEVELOPER 

TT Games 

PRICE 

£99.99 

PLAYERS 

1-2 

INSTALL SIZE 

5.4GB 

AGE RATING 

7 + 

TWITTER 

@LEGODimensions 

Trophies 39 

1 4 12 22 



© ABOUT TEN MINUTES 

into Lego Dimensions, 
a manual appears 
on-screen and you're 
ALSOONPS3 instructed to stop playing 
and start building. It's unusual, even in 
a toy-powered videogame, to be told 
to put your controller down, but before 
you've even really begun Dimensions 
franchise-spanning campaign, you're 
booted out to assemble the dozens of 
plastic pieces that make up the game's 
(undeniably sweet-looking) portal. 

And it's great. It shouldn't come as 
a surprise that building Lego models is 
fun - the Danish have been pumping 
out colourful bricks since 1949, after 
all - but by combining its tried and 
tested model-building with the ever- 
popularTT Games videogame formula. 
Dimensions manages to give a new 
lease of life to both. 

In fact, it's a bit baffling to think that 
Lego Dimensions is only arriving now, a 
year after Nintendo's amiibos launched, 
two years after the arrival of Disney 



Infinity and a full four years after the 
first Skylanders game. Of all the brands 
tailor-made to take advantage of the 
toys-to-life craze that has dominated 
videogames, wallets and shelves over 
the past couple of years. Lego is the 
one synonymous with making iconic 
figurines. Still, though it's a little late on 
the scene. Lego Dimensions does its 
best to make up for lost time by using 
that time-honoured videogame 
trick - packing in an absolutely absurd 
amount of content. 

In terms of worlds, characters, quests 
and general variety. Dimensions is the 
biggest Eeg-o title there's been. But 
this being an expansion-based game, 
that variety comes at a very literal (and 
often eye-wateringly steep) price. From 
the get-go, walls start springing up all 
over the place. Silver rubble can only 
be blown up by this character: ghost 
zones can only be navigated by this 
one: crawl spaces can only be accessed 
by another. All of these characters are 
readily accessible for prices ranging 



from £15 to £30, but it grates to be 
reminded of precisely how much of the 
game you're missing out on right off the 
bat. This is of course an issue that every 
toys-to-life game has to contend with, 
but it feels particularly intrusive here. 

That's not to say that the base 
Dimensions game (which will still set 
you back a cool £99.99) is lacking in 
content, however. You'll get everything 
you need to enjoy an exceptionally 
wacky adventure included, and 
Dimensions’ story is among the zaniest 
and most entertaining we've played. 
Hopping between worlds as Batman, 
Gandalf and The Lego Movie’s Wyldstyle 
is fantastic fun, and references, in-jokes 
and just plain cool crossover moments 
come thick and fast. 

Gameplay features the now-familiar 
Legogame combination of building 
puzzles, basic combat and floaty 
platforming, and while the physics are 
still as weightless and occasionally 
infuriating as ever. Dimensions is 
so relentless in its barrage of new 
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DISNEY INFINITY With the Star IWars-themed 3.0 version 
recently released. Infinity \s now well established in the toys-to-life 
genre, and offers a pretty stellar cast of characters. 
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“IN TERMS OF WORLDS. 
OHARAOTERS AND VARIETY, 
DIMENSIONS IS THE BIGGEST 
LEGO TITLE THERE’S BEEN" 




characters, locations and boss fights 
that it's difficult to dwell on these 
long-standing shortcomings for too 
long. Some portal-based elements help 
break things up as well, requiring you 
to move character models around to 
solve certain puzzles and take down 
specific enemies, but they're often 
more distracting and finicky than they 
are engaging. 

Customisation options are as 
extensive as you'd expect - vehicles, 
characters and weapons are all 
upgradeable - and once you start 
investing in add-ons, you'll find plenty 
to do in the additional hub worlds that 
open up, whether that's exploring 
Springfield with Homer Simpson or 
tracking down an escaped Indominus 



AOX □ Boss fights offer some of the 
best mash-up moments. The Riddler 
riding a Balrog? Check. 




TROPHY CABINET 




FOREVER ALONE 
You can use multiple 
characters to complete 
any level, you just have to 
use them one at a time. 





SPEEDY THING 
GOES IN... 

Make use of the pre- 
boss checkpoint on the 
Aperture stage to earn 
yourself an easy Silver. 



Rex in Jurassic World. Dimensions' 
additional packs are pricey, but they 
don't want for content. 

And most importantly they give 
you an excuse to build figurines from 
The Lord Of The Rings, Back To The 
Future, Portal and Ghostbusters, to 
name but a few. The real joy in Lego 
Dimensions comes from assembling 
your characters and vehicles by hand 
and seeing them instantly come to life 
in the game. In that sense, it's pure wish 
fulfilment for anybody who loves pop 
culture and grew up playing with Lego - 
and that's pretty much all of us, right? 
Ross Hamilton 



VERDICT 



Lego Dimensions is an excellent Lego 
crossover game, and it’s a solid toys- 
to-life tie-in. The price is pretty steep, 
but D/mens/ons gives you plenty of 
reasons to invest. 

PlayMag_UK scored 7 for 
Lego Dimensions 

Follow our scores on JUST A SCORE 
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DETAILS 

PUBLISHER 

Acitivision 

DEVELOPER 

Robomodo 

PRICE 

£49.99 

PLAYERS 

1-20 

AGE RATING 

12 + 

TWITTER 

@robomodo 

Trophies 46 

1 4 4 37 



© THERE’S A MODE in THPS5 
where, in typical Simon 
Says fashion, you have to 
do the tricks that Tony calls 
out. Tony says kickflip, you kickflip. But if it 
comes up ‘DO kickflip' (the ‘DO’ is in red, in 
case differentiating between two types of 
command proves too stressful), you don't, 
because TONY Dl DN 'T SAY In our concocted 
back-story to this mode, we like to think that 
Tony is rocking back and forth in the corner of 
the skatepark after one concussion too many, 
randomly just babbling trick names to himself 
and the kids in the park have invented a game 
around this - perform the tricks the crazy 
old fool spews while ignoring similar cries 
from those trying to throw the ‘player' off by 
doing their best impression of a 400-year-old 
skating legend. Tony's state in our version of 
events actually gels remarkably well with the 
quality of this game, too - a doddering, broken 
mess where once stood a truly original pillar of 
record-chasing excellence. 

Easy as that mode may be in theory, 
it's also fundamentally broken. Stalls are 
incredibly hard to pull off consistently and 
since going against Tony's will slashes your 
multiplier, the game randomly deciding to 
make you grind instead of stall is an auto-fail 
on the harder versions - you'll reach the point 
where even seeing a lip trick come up on 
Tony's menu is cause to restart the challenge. 
And believe it or not, that's merely the tip of 
the shitberg when it comes to bugs, glitches 
and general problems with this squalid 
waste of a great IP. High-level play now relies 
enormously on luck, since it's not uncommon 
to see bails happen for literally no reason mid- 
string or for characters to fall through rails (or 
the world) during grinds. This is particularly 
noticeable in user-created parks - objects 
seldom snap together properly, adding a 



horrible element of mystery as to when your 
combo might abruptly end. One moment, 
you're on course for breaking 20 million 
points but the next, you could be sliding down 
a ramp backwards, confused and demanding 
compensation for the millions of points you 
just lost to bad game design. 

As if the fact that extended combos don't 
even work as well as they did on PS2 wasn't 
bad enough, adding in new mechanics that 
actively make the game worse takes the piss 
so much that we may never need to urinate 



by reaching for the grind button a touch too 
early, while holding it down in anticipation of 
landing on a grindable edge now simply sends 
you hurtling back to earth. It's something 
that can be relearned, sure, but introducing 
a mechanic that shits on 15 years' worth of 
muscle memory is never going to sit well with 
fans. Special tricks, too, are worse than ever, 
activation after achieving full meter simply 
turning normal inputs into stunts until the bar 
runs dry. No quick flips or grabs for you during 
this time - everything you do will be ‘sick' and 



“IT’S NOT UNCOMMON TO SEE 
BAILS HAPPEN FOR LITERALLY 
NO REASON MID-COMBO” 



again. The new slam move - activated by 
holding Triangle (yes, the grind button) in 
the air - is presumably intended to make 
landing on rails mid-jump easier by ignoring 
gravity, but it tends to have the opposite 
effect. Typical rail combos can now be lost 



last ‘a really long time', making special tricks 
only really useful for abusing during the vert 
portion of a combo, perhaps with an extended 
special grind or stall as the meter runs out 
for maximum swag. Oh, and wave goodbye 
to transitions, too. Hit a manual or grind and 
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you’re locked into that trick, unless you care 
to brave the slamdown gamble and hope you 
can keep a combo going after breaking up 
strings with ollies and quick flip tricks. 

To make matters worse still, level design 
hits a nadir for the series and while a few 
of the levels are vaguely entertaining to 
skate around, others seem to neglect the 
fundamentals this series was once best-in- 
class for. The rooftop stage has countless 
right-angle edges and instadeath drops 
between every area, the space level relies on 
teleporters and weird gravity-altering power- 
ups to make it even playable (such power-ups 
stink up every level - one makes you really 
big for no reason, while another gives you a 
doublejump...yes, really) and the downhill 
finale is almost impossible to traverse stylishly 
without being knocked off your board by a 
glitch, bug or cardboard hockey player. If you 
ever complained about THPS3s baggage 
claim infinite grind, you'll have a field day here 
- more or less every level has easily abusable 
areas that can lead to insane scores. 

An online emphasis is about as close as 
THPS5 gets to a good idea but true to form, 
even this turns out to be a failure. When you 
load into a level, you'll find yourself in some 
kind of skating purgatory, presumably the sort 
of thing OPM were talking about in Heaven Is 
A Halfpipe. Want to do a THPS two-minute 
score run? Hold on a sec, we just need to 
load the level you're already in. Done with 
the leaderboard chase? Let's just load you 
back into the idiot creche on the exact same 
level. Oh, you want to try some other goal? 
LOADING. Loading forever, between anything 
you do. Even if you try to avoid this nonsense 
by creating a private game, the sanctity 
doesn't last long - as soon as it loads you 
back out of your first challenge, you're back in 
a public game where the greatest interaction 




you can directly have with another player is to 
barge into them, which serves no purpose. 

The feeling of pulling off something 
amazing can be enough to almost make you 
want to persist with this utter mess of a game, 
but it doesn’t take long for common sense to 
take hold again. It's really quite bad. Tony says 
melon? Yes please, dude - it might help shift 
the rancid taste of your awful new game. 

Luke Albiges 



VERDICT 



While nailing a huge combo still feels 
incredible, the fact that the skill aspect of 
the game has been massacred by bugs, 
glitches and poor design makes this 
throwback difficult to recommend. 




PlayMag_UK scored 3 for 
Tony Hawk’s Pro Skater 5 

Follow our scores on JUST A SCORE 
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Skylanders Superchargers 



Spyro with nitro 



REVIEW 



SKYLANDERS SUPERCHARGERS 



PS4 







DETAILS 



PUBLISHER 

Activision 

DEVELOPER 

Vicarious Visions 

PRICE 

£49.99 

PLAYERS 

1-2 

INSTALL SIZE 

16.7 GB 

AGE RATING 

7+ 

TWITTER 

@SkylandersGame 

Trophies 41 

1 4 5 31 



© ANOTHER YEAR, 

ANOTHER Skylanders 
game and another 
new gameplay element 
ALsooN PS3 designed to flog a raft of 

new toys to an eager young fan base. 

You could easily be forgiven for 
writing off this year's vehicle-themed 
iteration of the toys-to-life franchise as 
a gimmicky cash-in, designed as it is to 
sap the wallets of parents everywhere 
with its roster of miniaturised boats, 
jets and cars. But to do so would be 
selling Skylanders Superchargers short. 
Because whatever shortcomings it may 
have - the still-daunting price of entry 
chief among them - Superchargers 
new vehicular gameplay actually 
manages to reinvigorate what could 
have been a fairly mundane sequel. 

What's immediately striking is just 
how much of the game is spent behind 
the wheel (or joystick, or whatever it is 
you use to steer a submarine). Nearly 
half of the sizeable adventure involves 
taking on vehicular challenges, whether 



that's barrelling down obstacle-littered 
raceways, ramming enemies in some 
arena-based combat, or taking on 
specialised air and sea objectives - once 
you've purchased the requisite toys, 
naturally. There's still plenty of classic 
3D platforming and combat to be found, 
but it's nice to see developer Vicarious 
Visions mix up the existing gameplay 
formula so extensively. 



On-foot levels, meanwhile, remain 
as solid as ever, with stage design 
impressively varied throughout, though 
perhaps also a little conservative. Plenty 
of new mechanics are introduced - 
platform-obscuring cloud here, gravity- 
defying magnetism there - but each is 
self-contained and none of the levels 
branch out as extensively as you'd hope. 
On the one hand, things rarely get stale 



“VEHICLES GET JUST AS 
MUCH ATTENTION AS THEIR 
SKYLANDER COUNTERPARTS” 



Vehicles get just as much attention as 
their Skylander counterparts too, both 
in their fully working and finely detailed 
models and their in-game equivalents. 
Each handles distinctly and has its own 
set of upgrades and modifications, 
allowing for a decent amount of 
customisation, and more to the point 
they all look cool, as well as having sweet 
names like Sky Slicer and Orypt Orusher. 



before you're whisked back to Skylander 
Academy to embark on the next stage 
of the adventure, but on the other, it 
would be nice to see some of the more 
interesting quirks and features explored 
in a bit more depth. 

Fortunately, there are an abundance 
of distractions to make up for the 
sometimes disappointingly short- 
lived excursions out into Skylands. 
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g\ SKYLANDERS TRAP TEAM The neat trap mechanic 
’ ^ from last year’s Skylanders is absent here , but we’ll take 
jets, subs and cars over multicoloured crystals any day. 
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PLAY YOUR CARDS RIGHT 



Any vehicle-heavy game worth its salt 
is going to feature a race mode, but 
Superchargers sideline in kart racing 
is fully-featured and fun enough to be 
considered more than a mere mini- 
game. Responsive handling, varied 
power-ups and a healthy mix of courses 
make it an excellent addition, particularly 
in multiplayer - and all this for a mode 
that's supplementary to the core 
Skylanders experience. 

Speaking of deceptively rewarding 
minigames, Skystones makes a 
welcome return too, and will no doubt 
prove an engrossing distraction for 
anyone with a predilection for collectable 
card games. It's not exactly Hearthstone 
(or the surprisingly excellent Gwent 
for that matter), but the revamped 
Overdrive version of the game is another 
example of an incidental element 
that has been given enough polish 
and attention to become a terrifically 
enjoyable game in its own right. 

All of which does a good job of making 
up for some of Superchargers less than 
stellar presentational details - namely 
the repetitive animations and the frankly 
diabolical voice acting. If you thought 
you were above dropping £30 on a new 
character set then just wait until you've 



Skylanders’ built-in card game gets a serious 
upgrade and is all the better for it 



Card games are back in vogue, thanks largely to the phenomenal 
success of Hearthstone, and Vicarious Visions has been quick to put 
a Skylanders spin on the genre with Skystones. While the minigame 
made its debut in Trap Team, the Superchargers yersion features more 
cards, bigger decks and special abilities, all of which combines to make 
for a simple (but quietly compelling) little time sink. 



heard the same attack sound bite every 
few seconds for a couple of hours. These 
are the times when it's apparent that 
SAy/anc/ers doesn't have the charm of 
a Disney Infinityor a Lego Dimensions 
to fall back on, and how many of the 
annoying aural and visual tics you'll be 
willing to put up with will likely come 
down to your age. 

But these are minor gripes in the 
grand scheme of things, and they 
shouldn't dissuade anyone looking 
for an extensive, polished and most 
importantly fan action-platformer. It's 
impossible to ignore the price tag, but 
for anyone with an existing catalogue 
of Skylanders, or those looking to take 
the plunge on a toys-to-life franchise. 
Superchargers is as well-rounded a 
package as you'll find anywhere. 

Ross Hamilton 



VERDICT 



Superchargers gamb\es by mixing 
up the Skylanders fomu\a, but 
overall it pays off. Vehicles are a 
welcome addition to another solid (if 
prohibitively expensive) adventure. 



PlayMag_UK scored 7 for 
Skylanders Superchargers 

Follow our scores on JUST A SCORE 
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REVIEW ROUND-UP 



REVIEW 

ROUND-UP 



THERE ARE SURELY few games 
on PS4 as smart as THE TALOS 
PRINCIPLE [A], When we call it a 
smart game, we mean that in a number 
of different ways. For one, the game's 
puzzles are expertly designed - the 
rules simple and transparent enough 
to work with little explanation, but the 
construction of the puzzles themselves 
complex enough to challenge your 
grey matter. Solving those puzzles 
largely involves manipulating items like 
jammers that can unblock barriers and 
stop the functioning of other machinery, 
and refractors that you can use to 
activate light-powered switches. It's 
incredibly satisfying as a puzzle game, 
as well as being well structured and 
paced, always leaving you wanting to try 
one more puzzle. The game also shows 
its intelligence with its storytelling. You 
play as what appears to be an Al guided 
by a being that presents itself as a god. 
The Tabs Principle does an excellent 



a first-person shooter that's built around 
the idea of traveling through the history 
of the genre. That means you start off 
with blocky graphics and ostentatious 
enemies moulded on the likes of Quake 
and Doom, and will see the visuals 
gradually improve as you move through 
gaming history. The game doesn't take 
itself seriously at all, and that will come 
across very quickly courtesy of some 
genuinely funny dialogue (along with 
some dialogue that you can tell is meant 
to be funny, even if it misses the mark). 

A potential problem with the game is 
that you need to have been around long 
enough to have played the shooters that 
the game is referencing to get the most 
out of it. If it isn't immediately obvious 
to you early on, for example, that you 
have been dropped into what is clearly 
meant to be a multiplayer match of 
Quake III Arena, then you're going to be 



job in fostering a sense of mystery about 
who that actually is, where you are, 
what you are and what you are working 
towards, gradually doling out snippets of 
information that give you clues to keep 
you intrigued about what is going on. 
Underpinning the whole thing are strong 
themes that encourage you to reflect 
on the experience and perhaps even 
the world at large. We're sure that a title 
that bills itself as a ‘philosophical puzzle 
game' might sound a bit pretentious for 



“THIS ISN’T THE DEFINITIVE VERSION OFMEAT 
BOY, DEFINITIVE OR NOT THOUGH, IT IS STILL 
ONE OF THE BEST PLATFORMERS ON PS4" 



some, but you can bypass most of the 
additional story stuff if you'd rather just 
solve the puzzles. We'd recommend you 
don't, because it's of as high a standard 
as everything else in this excellent game. 



To call BEDLAM [B] a high concept 
game might make it sound like a 
philosophical experience in the vein 
of The Tabs Principle, but in reality, it 
couldn't be more different. The game is 





74 I PL/^o^ 



www.imagineshop.co.uk 






REVIEW ROUND-UP 




AOXD If you’re thinking 
this looking a bit like Quake, 
that’s exactly the point 




AOXD Say what you want 
about Laserlife, you can’t 
accuse it of lacking colour. 



missing out. The biggest problem with 
Bedlam, however, is that it just isn’t a 
very good shooter. As much as we love 
the idea of what the game is doing, then, 
it becomes difficult to recommend by 
virtue of its execution. 

We’re spoilt for ‘concept games’ 
this issue, because we’ve got another 
one for you in the form of LASERLIFE 
[C] . The setup for the game is that 
a long-dead astronaut has come 
into contact with some kind of alien 
intelligence. You then reconstruct 
the astronaut’s memories by playing 
through a rhythm-action game that 
requires you to guide two glowing lines 
using the controller’s analog sticks and 
to synchronise with the beat using its 
triggers. As with Bedlam, we love the 
idea, but we’re not entirely sold on the 
execution. There’s a lack of finesse 
to the way the game handles and the 
new mechanics it gradually introduces 
to increase complexity as the game 
progresses don’t really add anything 
to make the game feel fresh. Arguably 
the game’s biggest problem, however, 
is that its soundtrack is weak, each 
song blending into an indistinct dirge of 
generic electronica. At its best moments, 
Laserlife does lull you into that trance- 
like state that rhythm-action games can 
pull you into when you lock yourself in 
to the beat of the drum and allow the 



experience to wash over you, but those 
moments are all too fleeting. 

We suspect that this is going to be 
far from a surprise to anyone who has 
already played SUPER MEAT BOY [D], 
but guess what? It’s still bloody brilliant 
on PS4. For those of you who don’t 
know. Super Meat Boy \s a deviously 
difficult platformer based on speed and 
execution. The game has a deserved 
reputation of earning its difficulty 
by virtue of the fact that it controls 
flawlessly, meaning that, as hard as it 
is, the tools are always in your hands 
to pull off the moves you need to. Mess 
up and you know it is your fault. Those 
tight controls dovetail with short levels 
and lightning quick restarts to make 
it an incredibly compulsive game that 
does everything possible to minimise 
the inevitable frustration that emerges 



AOXD Lava hurts: giant 
buzzsaws hurt; everything in 
Meat Soy hurts. 



during harder levels. Super Meat Boy 
is a beautifully designed platformer 
that’s exciting to play and satisfying 
when you get things right. We wouldn’t 
hesitate to recommend it to anyone 
who hasn’t played the game before. If 
you are a veteran, however, there is a 
caveat with the PS4 version: the game 
has a new soundtrack due to the studio 
being unable to obtain the rights to the 
original. The new soundtrack is okay, but 
for those who have the original ingrained 
in their heads, it’s going to sound wrong. 
For that reason, there’s a point to be 
made that this isn’t the definitive version 
of Meat Boy Definitive or not, though, it 
is still one of best platformers on PS4. 
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FEATURE 



PLAYSTATION CLASSICS #20: CASTLEVANIA: SYMPHONY OF THE NIGHT 



PUBLISHER KONAMI | DEVELOPER IN-HOUSE | FORMAT PSONE 




RELEASE DATE 1 NOVEMBER 1997 | PLAY SCORE N/A | METACRITIC SCORE 93/100 

The Making Of... 

CASTLEVANIA: 
SYMPHONYOF 
THE NIGHT 




T hese days, Konami is a bit of a mess. 
The once-proud videogame giant is 
but a mere shadow of its former self, 
with only the seminal Pro Evolution 
Soccerstill in the development schedule alongside 
an army of insulting pachinko machines and free- 
to-play games for mobile devices. 

Back in 1997, it was a very different story. On the 
back of a strong showing where Konami mixed 
its key franchises with licensed efforts like Tiny 
Toon Adventures (remember that? No?), the 
Japanese development house was about to take 
major steps into becoming perhaps the most 
potent force in third-party gaming. This is the 
very year ISS Pro was born, the year Metal Gear 
Solid\N3s announced and demoed, and the year 
Konami perhaps perfected one of its most beloved 
franchises, Castlevania. 

Symphony Of The Night otter\ finds itself near 
the top of ‘Best Games Of All Time' lists, and 
rightly so. Playing now reveals a 2D masterclass: 
a triumph of atmosphere and design, and a game 
so influential that its roots can be found in all 
manner of modern masterpieces. The phrase 
‘Metroidvania’ is often used to describe a 2D game 
that involves exploration, with access to different 



L i i a.n 



Given that the PSone ushered in the 3D 
era for videogames, it’s funny to think 
that one of the console’s finest was a 2D 
throwback. Jon Denton examines the 
history of Symphony Of The Night, with a 
little help from Koji Igarashi himself 



Oh i"t's you, 

l=iluca.f^d- 

Wha.±. do you need? 









“SYMPHONY OF THE NIGHT OFTEN 
FINDS ITSELF NEAR THE TOP OF 
‘BEST GAMES OF ALL TIME’ LISTS, 
AND RIGHTLY SO" 



areas withheld until your character finds new 
powers. Before Symphony Of The Night, though, 
this was simply known as a Metroid game. 

We spoke to Koji Igarashi (aka IGA), assistant 
director on SOTA/and former lord of all things 
Gastlevania (now king of Kickstarter, given the 
response to his new project. Bloodstained: Ritual 
Of The Night), about how this classic came to be. 
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“Action games could be cleared in a short time, 
but I wished to create a game that could be enjoyed 
for a much longer period," he says, referring to the 
two-to-three hour romps that had defined console 
and arcade gaming since its inception. Few games 
in this genre had ever attempted to offer the kind 
of depth and scope of an RPG, certainly outside of 
Nintendo's meticulously crafted output. 

Symphony Of The Night \r\tmduced a sprawling, 
open castle that the player could explore in any 
way they wished. Clever level design meant only 
a few critical paths were open at any point, but 
the way the environments wrapped round on 
themselves showed a commitment to creating 
something genuinely grandiose. The Metroid 
influence was clear, but IGA had not forgotten the 
series roots. While the ambition was grander, this 
was still very much Castlevania. 

However, those games had a reputation. Like 
Capcom's Ghouls ‘N Ghosts, Oastlevania\Nas not 
for the feint of heart. Action games still had their 
roots in the arcades, and horrendous difficulty was 
just the norm. We can barely remember finishing 
any games as children of the Eighties: instead, 
just reaching the third or fourth level felt like an 
achievement. While the original Gastlevania is quite 



a short game if played in one sitting, its extreme 
difficulty meant it could theoretically be played for 
months... or more likely, given up on in favour of 
something a little more palatable. 

“I wanted to change the impression that 
Gastlevania y\j3s this difficult-to-access action 
game," IGA explains. There was a cultural shift in 
how games were perceived and how they were 
played, ushered in by the 32-bit era. Previously, 
outside of traditional PC gaming, if a player wanted 
to be able to save their progress, they’d either 
need the developer to have included an expensive 
battery in the game cartridge, or the game would 
spit out a password for your progress, which you'd 
laboriously enter when you next stuck it on. 

With the advent of PlayStation came the 
innovation of the Memory Card, a paltry 1MB piece 
of plastic that enabled you to save your game, 
and even take that game save to another person's 
house. It meant games could be more ambitious, 
to encourage you to play for longer, comfortable 
in the knowledge that they weren't going to kick 
you back to the start as soon as you turned your 
console off. Vicious difficulty was replaced by 
maturing game mechanics, and there are few finer 
examples than Symphony Of The Night 




BLUFFER’S 

GUIDE 

Everything you need to 
know in five facts 



SOTN is actually the first game in the series to 
feature exploratory level design. 



3 You play as Alucard,and can find new 
weapons and abilities as you progress. 
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4 The game featured RPG elements, making it a 
deeper experience than its predecessors. 
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MOMENT 




RETURN OFTHE DRAG 

The game’s final battle is its most memorable 

In a game littered with technically demanding boss fights, 
it shouldn’t come as a surprise that the final battle is 
probably the best. Dracula assumes a gruesome form 
and pushes the PSone’s sprite-juggling capabilities in 
the process. Like every fight in the game, the secret is in 
memorising attack patterns and capitalising on openings, 
but here you should have enough power to do serious 
damage. There are numerous secrets and tricks you need 
to activate in order to get the game’s best ending, but on a 
first playthrough, just reachingDrac is a feat unto itself. 




AOXn The further 
you get, the weirder the 
castle becomes. 
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FURTHER READING 



jojuoaaaacj 

OLDER -CASTLEVANIA 

The original game is a straightforward affair, 
but still a tight, technical slice of classic 2D 
action. You can bash through it fairly quickly 
if you’re feeling historical. 



NEWER -DARK SOULS 

It’s astonishing how much SOTN has 
influenced Dar/c Sou/s. The sprawling layout 
of the levels is one thing, but there are enemy 
types you’ll recognise in both games. 



Despite seeming like a throwback - a 
16-bit-looking game on a 32-bit console 
- Symphony Of The Night\N3S far more 
progressive than many people at the 
time gave it credit for. Its adoption of RPG 
elements feels natural today, when almost 
every game allows you to level up, manipulate 
a skill tree or muck about with your 
equipment. But here, it was revolutionary. 

“When we decided to adopt RPG elements, 
we agreed that users should receive 
something good when beating enemies. 

So I thought of adding Experience Points to 
the game," IGA tells us. “ I thought that even 
the users who were not good at playing this 
type of action game would be able to clear 
Symphony Of The Night if I adopted this 
particular system." 

While there's no doubt that mechanically 
S07"A/isasimplergamethan its brutal 
forebearers, it's still one tricky customer. 

From Software games aside, we have been 
babied these past fifteen years by games 
that are only too happy for us to succeed. 



Symphony Of The Nights combat isn't 
hugely sophisticated - its all about spatial 
awareness and timing - but it will punish you 
if you're sloppy, and send you all the way back 
to the main menu. 

Thankfully, the occasional bout of 
pad-chucking frustration is offset by an 
audiovisual treatment that's truly ageless. 
Pixel art of this quality never really looks old - 
the animation on silver-haired vampire hunter 
Alucard is world class, and the sumptuous 
art from Ayami Kojima is now legendary. No 
matter how you play it. Symphony Of The 
Night \ssti\W a very handsome game. 

Even better, though, is the music. An 
ingenious score blends heavy metal, gothic 
organ music, experimental jazz and classic 
chiptune to create a soaring musical treat. 

So good, in fact, that you could be forgiven 
for thinking the whole game was constructed 
around it. IGA is quick to quash that rumour, 
though. “The music direction has never led 
the creation of the game," he states. “ I have 
always asked Michiru [Yamane] to compose 
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CROSSTOBEAR 



Symphony Of The Night \s available on the Classics range on the PlayStation 
store, for both Vita and PS3, but be wary if you do download it on PS3. While 
it looks the part, there is a small but noticeable input delay which makes an 
already difficult game downright infuriating at times. It spoils the flow and 
fluidity that is crucial to the experience. If you want to experience the game 
in all its glory and don’t own the PSone original, your best bet is the rather 
excellent Castlevania: The DraculaX Chronicles on PSP and Vita. 



music in accordance with the actual game 
and never the other way around. She always 
co-ordinated with the development team 
and composed music from the image of 
the stages." When asked which tune was 
his favourite, IGA playfully admits that 
he's slightly biased: “My favourite is Castle 
Dracula which starts to play when Alucard 
enters the castle for the very first time. I was 



pixels, his flowing hair, sumptuous animation 
and constant shimmering shadow are 
instantly appealing. 

IGA explains the thought process behind 
bringing Alucard to the forefront, eschewing 
the Belmonts who had been Castlevania 
mainstays up until then. 

“ I decided to choose a character that had 
a special link to the previous Castlevania 



“I DECIDED TO CHOOSE A 
CHARACTER THAT HAD A LINK TO 
THE RREVIOUSTITLES, ALUCARD 
WAS JUST A REALLY COOL HERO” 



impressed with the way the music starts to 
play once Alucard enters the dark castle, 
and then suddenly the castle gets bright 
and zombies start to appear. It might be 
because that particular part of the game was 
programmed by myself." 

It helps, of course, that Alucard is one of 
the coolest characters you'll come across 
anywhere. Even though he's just a stack of 



titles, Alucard was just a really cool hero, and 
that is why I think Symphony Of The Night 
has been received so favourably by the fans. 
The world of the vampire that I have in my 
mind is beautiful and fleeting with blood 
and darkness. The series had a visual image 
featuring hostility, but I tried to change the 
image since the game concept itself was 
going to change." 



It's always fascinating to hear about 
the conceptual process behind a game's 
development, about the small details that 
go on to flesh out these complex patterns of 
code. Symphony Of The Night may not be 
quite as smooth an experience as it was 18 
years ago - the first time you're booted all 
the way back to the beginning of the game 
because you missed the save point is enough 
to have you tearing your own flowing grey 
locks out - but there's such craft here, such 
a progressive sense of design and genuine 
authorship. At a glance it may look like any 
retro game, but it only takes a few minutes to 
see what has been achieved here and how it 
has gone on to influence gaming since. 

IGA is a little coy when it comes to talking 
about this game as one of the all time greats. 
“I am really proud that it has been evaluated 
as such," he says. “I cannot say it was the 
best since I think I need to always make 
every endeavour to create better games for 
everyone to enjoy." 

Will Bloodstained be that game? If anyone 
can recreate the magic of Symphony Of The 
Night, then it's the man they call IGA... 
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INTERVIEW 



We speak to Jamie Jackson, creative director and studio 
head at Guitar Hero Live developer Freestyle Games, about 
bringing the series back with a new model 



Can you tell us about the concept behind 
Guitar Hero TV? 

We wanted to build a platform that was about 
content delivery - we thought, when we came 
up with [GH Live], ‘How can we deliver stuff 
to our players without doing another box, 
without making another disc?' From a design 
perspective, that's where it began. That led to 
the creation of GHTV, this platform of music and 
content that we can add to without ever affecting 
you, the player. You never have to download 
stuff, you can stream it all. Then we thought 
what can we build into that as a game? So we're 
putting more modes into GHTV itself later on, 
too, adding even more depth, especially for 
competitive players. 

We wanted it to be a really competitive 
environment online, but notto kick people in the 
teeth if they aren't very good. The fact you're 
always playing against people gives the game a 
nice human, competitive element. The thing with 



DJ Hero was that you had to unlock certain sets 
- but we always felt that... well, people have such 
a diverse taste in music: if you're making a heavy 
metal fan play through a soft rock set to get to 
what they want to play, they get really frustrated 
by it. They just get to what they want to get to. 
Not [locking] anything away was driven by that 
idea. If you want, you can just jump straight in 
and play what you want. If you're a casual player, 
you can pay money if you don't want to have the 
progression to do what you want to do online. 

Is post-launch revenue necessary to a 
developer nowadays? 

I've been making games for 16 years - I started 
out when online didn't exist, and everything 
changes as you go on. So as a developer - 
especially as a console developer - you have to 
think about everythingyou can do to provide a 
longertail toyourgame. I thinkgamers expect 
more nowadays: every big game out there has 



additional content, and people expect that. We 
wanted to do that, and GHTV means we don't 
have to build a disc to deliver it. I think it's 
80-90 per cent connected consoles nowadays, 
versus less than 40 per cent last generation. 

Were season passes ever a likelihood for 
Guitar Hero: Live? 

When you go through a design process, you 
take everything in from the world around you 
and consider it as an option. Whilst we didn't 
necessarily go down the Season Pass route, we 
c//Hthink about the various types of Guitar Hero 
player - those that will play the song on 
the hardest difficulty and are only concerned 
with beating the crap out of everybody, and the 
casual route that just want to get a bunch of 
mates in and play for a night. That group inspired 
the 24-hour pass - you can play as much as you 
want, anywhere in the game, with no caps. That 
fulfills that need for that group of people. 
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AOXn GHTV offers a whole 
new way to get your rock on. 
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You are tailoring your transactions 
specifically for your core audience then? 

When you make games, you carry out a 
consumer study - that sounds so dull, but what 
that means is you look at who's going to buy 
yourgame: will it be predominately male, will it 
be predominately female, what's your age range 
and so on... I won'tgo into details (I'm sure you 
can imagine what Call Of Duty’s and Destiny’s 



are like...) but they're interesting. Ours showed 
that our audience ranges from nine-year-olds to 
50-year-olds, split between male and female. It's 
just one of those games. We made a 
decision early on - we couldn't just focus on 
one specific group: accessible' became one 
of our key words and thinking about that 
helped us make 
the most of our 
decision 
when were 
building it. 

We have been 
given the keys 
to an incredibly 
loved brand, and we changed quite a lot. I was 
nervous, personally, and the studio was tired 
and nervous too. I stayed away from message 
boards and everything... but the response from 
people was good, well it was from people that 
played it. I don't mind telling, you, though, I was 



shitting myself. Guitar Hero TV, for us, needed to 
be about communicating with our fans. We can 
really see what people are liking through that. If 
there's a track that basically no-one is playing, 
then we don't put any more of that kind of track 
in there. But if there's one track or a band that 
everyone's loving, then we can get that song or 



band in there quickly. The results of how Guitar 
Hero TV works shows us what people rea//y want 
- a group of people on social media might say 
something but when you've got [the telemetry] 
there saying something else, then you know how 
to specifically cater for your audience. 



WAS NERVOUS, PERSONALLY, 
AND THE STUDIO WAS 
NERVOUS TOO. I STAYED AWAY 
FROM MESSAGE BOARDS” 
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EXTENDED PLAY 



When it comes to games that can deliver 
hours of fun through the campaign and 
tl^t give you loads of extra ways to play, you 
can’t do much better than Borderlands. . . 




■ FOR FANS OF Sorc/er/anc/s, Telltale's episodic 
series Tales From The Borderlands is an excellent 
way of experiencing that universe in a completely 
different way. It may move Borderlands into the 
Telltale template of timed choices and branching 
narratives, but it retains the art style, tone and 
humour of Borderlands. In that sense, it still feels 



very 'Borderlands', even if it is completely different 
from a gameplay perspective. The game's dual 
protagonists and some of its key characters are 
completely new to the series, but there are also a 
few returning characters from the mainline series 
who make an appearance to keep the Borderlands 
devotees among you happy. 
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■ BORDERLANDS: THE PRE-SEQUEL is a game 
that went under the radar a little bit - probably 
because it wasn’t developed by Gearbox and it 
originally came out for the PS3 after the PS4 hit 
stores. For that reason, there are a lot of people 
who might have given this one a miss. We're not 
about to claim that it is the best Borderlands game, 
because it's not. It does, however, offer more of the 
Borderlands formula, this time with low-gravity 
areas and tons of new guns. If what you want is 
more Borderlands, then you can’t go wrong with it. 




DLC 



■ WHEN IT COMES to things that have a bad by jumping into those downloadable extras, 

reputation in videogames, DLC has to be near In terms of story DLC, highlights include 

the top of that list. You can understand why: The Secret Army Of General Knoxx and 

it’s often lazily shovelled out as a cash-in, or Claptrap's New Robot Revolution from the first 

even represents content held back from the Borderlands and Tiny Tina 's Assault On Dragon 

main game so It can be sold on for extra later. Keep from Borderlands 2. There’s also the 
Borderlands, on the other hand, has a great addition of new characters like Krieg - added 

reputation for the quality of its DLC, meaning in the Psycho Pack for Borderlands 2 - which 

that its one of the few series where it’s worth give you brand new abilities to play with and, by 

thinking about extending your experience extension, new ways to play the game. 




THE HANDSOME COLLECTION 



■ IT’S A PITY that the PS4’s Borderlands: 
The Handsome Collection doesn’t include 
the original Borderlands, but its still a great 
way to experiencing Borderlands 2 and 
Borderlands: The Pre-Sequel on the current 



generation. If you had either of the games on 
PS3, it’s cool that you can transfer your PS3 
saves onto PS4 too. With all the games’ DLC 
included as well. The Handsome Collection 
represents damn good value for money. 




■ IF YOU LIKE what Borderlands offers, we would 
suggest that Destiny \s another game for you. First 
of all, there's the fact that the game supports online 
co-op multiplayer, allowing you to play it with friends. 
Then there is the fact that you can choose different 
classes which have a big impact on how you play 
the game. Lastly, but most importantly. Destiny \s 
entirely based around playing for random loot drops 
in the hope of getting better guns and equipment to 
improve your character. Sounds a bit grindy, sure, 
but if you like Borderlands, you can't pretend you 
don't love a bit of grinding. 
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MASTER METAL GEAR ONUNE 




Are you getting owned in 
MGO? We’ve got sonne 
tips to helpyouownthe 
battlefield for your teann 

■ METAL GEAR ONLINE isn’t your typical online 
shooter, though many people are playing it as if it 
is in the early going. Let us be your Campbell and 
guide you on an alternative (correct) path... 



GATHER INTEL 

■ IF YOU CAN spot enemies before they 
spot you, you’re at a major advantage in 
MGO. For that reason, it’s worth getting 
yourself to a good vantage point, whipping 
your binoculars out, and seeing if you 
can spot a few enemies. E. Locaters are 
another useful tool that might be worth 
adding to your loadout - throw them out 
like grenades and they will reveal any 
enemies in that vicinity. Most importantly, 
though, share your Intel. Saluting your 
allies by pressing R3 means enemies they 
spot will appear for you too. 

GO NON-LETHAL 



■ KILLING YOUR FOES isn’t always the best 
solution in MGO. In Bounty Hunter, when you 
are faced with an enemy that’s taken out a few 
members of your team, the temptation is to shoot 
them back. If you can sneak up on them and 
Fulton them, though, the tickets they’ve taken 
will be added to your team’s total, which is much 
more beneficial. This is why you shouldn’t always 
sprint about firing off shots. Move slowly and 
cautiously where possible to avoid appearing on 
the opponents’ map and you should find more 
opportunities to Fulton will appear. 




■ IT’S IMPORTANT TO pay attention to 
your loadout and think about what is actually 
useful to you. Everything in your inventory adds 
to your characters weight and the more they are 
carrying, the slower they will move. That means 
that if you’ve got things in your loadout that 



you’re not really using, you may as well take them 
out to lighten the load. Also, make sure that you 
equip the perks that suit your own play style - 
sniper perks if you enjoy looking at the battlefield 
down the barrel of a rifle or stealth perks if you’re 
more of an infiltrator, for example. 



WATCH YOUR 
BACK 

■ IF YOU’VE NOT given 
it a shot yet, it might be 
worth trying out the shield, 
which can have a variety ^ 

of different uses. For one, 
carrying it around on your 
back is handy when it 
comes to the problem of 
getting shot in the back. 

If you like using Walker 
Gears, it can be incredibly 
useful - with the armour 
provided by the Walker 
Gear at your front and the 
shield on your back, you 
become something of an 
unstoppable tank. 
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PLAY VIDEO CHANNELS 



SHARING 




PLAYSTATION 4 
DIRECTORY 

Every PS4 owner needs to know 
what games are worth owning. 
With over 80 games rated, our 
PS4 directory is the ideal tool for 
building your perfect library. 




DOWNLOAD PLAY 
BACK ISSUES 

Missed an issue of Play? They are 
all available to download for tablets 
and smartphones from our digital 
editions site... 

www.greatdigitalmags.coni 



You O3j0 EXCLUSIVE VOICEOVERS 



youtube.com/PlayMagUK 

youtube.com/NowGamerTube 



Subscribe to our ohannel for over 500 awesome PlayStation videos 





[iTTfTW^I LIVE GAMEPLAY STREAMING 

Join the Play team for live streaming events and shared gameplay 



twitch.tv/PlayUK 



Keep an eye on our Facebook and 
Twitter channels for information on our 
Twitch tournaments, where you can play 
videogames with us for the world to watch! 

The game changes each time, and the best 
players will win prizes - free games, or just some 
of the other tat that we found around our office. 
Come and join in the fun next time and maybe 
you could win something neat. 




Join us on our journey out of the vault and into 

the brutal wastelands of Fallout 4. Who knows what 
we might find! 



COME AND WITNESS our footballing skills. Or us 
spending half an hour in advanced search lookingfor 
the next bigthing in Master League... 
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DESTINY: THE TAKEN KING EXOTICS GUIDE 



DESTINY: THE TAKEN KING 



GETMOREEXiniGS 

With Exotic Quests, there’s no need to direct all your prayers to RNGesus in Destiny. 
That said, some can be tricky to unravel, so we’re hereto help. . . 





SLEEPER SIMULANT 

HEAVY FUSION RIFLE 



BOOLEAN GEMINI 

SCOUTRIFLE 



■ THE QUEST TO own this Exotic is available to everyone. But, your opportunity 
to claim it may prove elusive since its events are not always accessible. To be 
eligible, you’ll first need to hand in four DVALIN Eusion Rifle Relics to Banshee-44 
- these are fairly common drops from enemies. When the Quest is in rotation, a 
Level 41 mission called The Eirst Eirewall’ shows up on Earth. Its boss drops the 
Curious Transceiver, inspect it and input the following codes (0=top, l=bottom): 

O-l-O-O-l-l-l-O-l 

O-l-O-O-l-l-O-O 

O-l-l-l-O-l-l-l-O-O 

O-l-O-l-O-l-O-O 

The next mission. Shadow Call, takes you back to Devil’s Spire. Defeat this inside 
of four minutes to claim the IKELOS Eusion Core. This needs repairing using 
five components, the first of which is from dismantling a Legendary or Exotic 
heavy weapon. The rest are retrieved from The Archive Mission on Venus, and 
defending Warsats in public events on the Moon, Mars and Cosmodrome. 



■ THIS EXOTIC SCOUT can be equipped at Level 30, making it very handy to 
level up an alt Guardian. After beating Oryx in the story mission Regicide, the first 
step toward earning Gemini is undertaking The Taken War: Petra Quest, which 
requires hunting down Taken Champions across the Solar System. 

After completing the Taken War: Petra, Variks requires that you track down the 
Wolves of Mars: Eallen pirates in stages titled Thin The Pack; Hunt the Archon 
Priest by patrolling the Rubicon Wastes: complete the mission A New Den in the 
Iron Line: defeat a Eallen Walker in the mission Knock Knock, and finally a boss 
battle against Orbiks Rime in the mission called Prime’s Path. 

Petra then assigns you to the Dreadnought with orders to kill 50 enemies in 
Hull Breach, Mausoleum and Hall Of Souls. Then, engage in Court Of Oryx Tier 1 
battles. Do this until receiving the Tech Witch’s Brooch. 

This ought to be enough to claim the Boolean Gemini from Petra as a gift, 
although your Queen’s Wrath faction rank must be three or above. Catch up by 
completing Queen’s Bounties or running through the HOl/l/story missions. 



JADE RABBIT SCOUTRIFLE 

■ IT IS THE exclusive PNG drop to die for. Jade 
Rabbit looks sweet, but its main attraction is the rare 
Rate Of All Eools perk that sees chained body shots 
enhance damage on the next precision shot. 




NO TIME TO EXPLAIN PULSE RIFLE 

■ SINCE NOBODY HAS reported owning this 
Stranger’s Rifle (pictured) clone, obtaining it is a 
mystery. There is a theory that the EWC is the key, and 
the EWC link has been legitimised by a secret quest. 




ZHALO SUPERCELL AUTO RIFLE 

■ SO FAR, THIS PNG drop is the only known 
elemental Primary weapon in The Taken King. 

The Zhalo Supercell perk chains lightning across 
tightly-packed enemies and reloads on multi-kills. 




TLALOC SCOUT RIFLE (Warlock Only) 

■ WE LOVE THE Overflow perk on this, which grants 
better handling and stability when your Super is 
charged. Warlocks can grab this by reaching the 
Gunsmith Quest that becomes available at Rank 3. 
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EXOTIC SWORDS 



RAZE-LIGHTER (SOLAR), Dark-Drinker (Void) and Bolt Caster (Arc) are 
unique Exotic Swords earned from a series of challenging steps. The Quest 
‘A Broken Will’ opens after the Dread Patrol post-story mission is completed 
for Cayde-6, basically making the Dreadnaught available for patrol. From 
here you collect 25 Hadium Flakes from chests, returning them in bulk to 
Shaxx. He offers you Sol Edge, Void Edge or Arc Edge in return. After Infusing 
this sword to Light 280 or above, Shaxx launches a Quest called A Sword 
Reforged’ during which you must kill 50 Majors and 25 players in the Crucible, 
find and Kill Ecthar the Sword of Oryx on the Dreadnaught, collect ten sword- 
specific Materials, perform a ton of elemental Ability kills relevant to your 
chosen sword, and finally complete the Sunless Cell Strike by killing both your 
element-specific Warden and the boss within a 30-second window. Good luck. 



DARK-DRINKER 

SWORD 



liWIh your cnm tTciin er ra*"- if -ti aMccsrui.? >?. ifirrii 

IK* Hnid rt-ntwc.JlT. 




TOUCH OF MALICE 

SCOUTRIFLE 



m THIS MOST OUTLANDISH of Exotics is 
your reward for conquering the King’s Fall Raid 
and scouring the Dreadnaught for 45 Calcified 
Fragments. It melts the Taken King when you return 
to confront him the Rifle in hand. The Touch Of 
Malice perk regenerates the final round in the clip 
with bonus damage, though it’ll deplete health with 
each shot. Touch Of Mercy counter-balances this, 
regenerating health after three rapid kills. 

Eris Morn commissions every related Quest, 
starting with Shattered Past to launch your 
Shattered Fragment search. Along the way you’ll 
complete Hunger Pangs (comprising two special 
missions in search of Taken targets), then revisit 
the Raid in Road To King’s Fall to slay the Warpriest, 
Deathsinger Ir Anuk, and Oryx once more. You’ll 
ultimately need 50 Hadium Flakes, 50 Weapon 
Parts and 25 Wormspore to claim the Exotic from an 
almost cheery Eris. 




BLACK SPINDLE 

SNIPER RIFLE 

■ HIGH LIGHT LEVELS across your fireteam are 
an enormous help in pursuit of the coveted Black 
Spindle, the sniper rifle that’s almost as notorious as 
Gjallarhorn. Black Spindle is only available when the 
Daily Heroic Story mission Lost To Light appears on 
the Director, so keep an eye out for it. Assemble your 
best Fireteam and launch Lost To Light. Complete 
the mission as normal until the point where the Ogre 
is Taken and the shard is collected for Eris. From 
here, quickly run to the doors that require one and 
then two relics to unlock. Ignore the final door that 
requires three relics because you are now looking 
for the door leading to the Dusk Warren, familiar 
from The Shadow Thief Strike encounter featuring 
Taniks. You have ten minutes from the ascending the 
elevator to clear each successive room of enemies, 
culminating in aTaken-cluttered arena defending 
Driviks, The Chosen. All enemies must be slain 
before the timer runs out. Take out the Blights FAST. 




THE CHAPERONE 

SHOTGUN 

■ AMANDA HOLLIDAY OFFERS her Jolly Holliday 
Quest sometime after reaching Level 40, but only 
if your Guardian is Rank 3 or above in the Crucible. 
Exotic hand cannon The Last Word is needed for the 
first step: get kills in the Crucible with TLW equipped. 
While it’s better to get the kills with TLW, you can 
also use the rest of your loadout to reach the 100 
per cent completion checkpoint, including Heavy 
and Special weapons, grenades and supers. Just 
keep TLW in your Primary slot. After this, Amanda 
asks for a generous donation of 15,000 Glimmer via 
Rahool the asshool. Next, a slightly easier kill-’em- 
all step is launched, requiring shotgun takedowns 
across PvE and PvR It’s faster and more fun in 
Crucible, but you may prefer killing Level 40 Enemy 
Majors in Heroic Strikes and Story missions. Finally, 
‘simply’ get the kills against Valus Mau’ual and Valus 
TIu’urn using your shotgun in a unique version of the 
Shield Brothers Strike. 



THE FIRST CURSE HAND CANNON 

■ THIS QUEST TELLS ‘The Story Of The Last Word’ 
and only unlocks after reaching Rank 5 with the 
Gunsmith. It eventually requires a precision kill spree 
in the Grucible, so good luck with that. 




HEREAFTER SNIPER RIFLE 

■ HEREAFTER REPLACES the Icebreaker for coolest 
sound effect of a Sniper Rifle, if not any Exotic. Sadly, 
it is an RNG drop, but it seems that it’s fairly common 
drop from our experience. 




FABIAN STRATEGY auto rifle (Titan only) 

■ LIKE TLALOC, THIS Exotic is acquired upon 
reaching Rank 3 with the Gunsmith. It’s offered after 
completing the quest, and has a perk that increases 
handling, stability and ROE when enemies are close. 




ACE OF SPADES hand cannon (Hunter only) 

■ A COOL PRIMARY created for Hunters is available 
from the Gunsmith via the Back In The Saddle Quest. 
It has a new perk called Maverick that replenishes 
ammo from your reserves on precision kills. 
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TROPHY GUIDE PLAYSTATION PLUS 



TROPHY GUIDE 



PS PLUS TROPHY GUIDE 

<S> 







BROKEN AGE 

PLATFORM: PS4/VITA DIFFICULTY: 2/5 
TROPHIES: 45 5 1 2 !^16 T26 

■ YOU’RE GOING TO want to go and look up what the 25 missable 
Trophies in this game are - the game has eight save slots so it’s best 
to use them as checkpoints before each puzzle. You can use a ‘spoon 
item when playing as Shay, too - use it on everything: there are 
Trophies on offer for interactions in the world, and there’s a bonus 
one up for grabs if you let the spoon keep talking when you meet it. 
Once you get an item called ‘Grabbin’ Gary’, you’ll want to use that 
on everything, too - pick it up in the quest line that your mum gives 
you in the early game. Using both the spoon and Gary on everything 
means you’ll have to investigate the nuances of the world, collecting 
rewards as you go, and also works towards the two longest Trophies. 




PLATFORM: PS4/VITA DIFFICULTY: 6/5 
TROPHIES: 24 # 1 ^7 YlO 

■ WHERE DO YOU even begin? You’re lucky the Vita has the best D-pad 
in this console generation because you’re going to really put that sucker 
through its paces. The PSN version of Si/per/Weaf 8oy eschews the XB LA 
Achievement list in favour of the Steam list, which is sadistic. If you’re 
going for speed-runs, focus on finding 50 bandages and unlocking Naija 
- glitching through one-block walls is a god-send. En route, you’ll get 
Trophies for 11 of the 16 characters. Then, you’re best off focusing on the 
‘...without dying’ Trophies. There’s no cheat to this - you’ll have to rely on 
skill. Here’s one little trick, though: you can try the level again from the 
menu if you’re aboutto die and it won’t break your streak. 



UNMECHANICAL EXTENDED 



PLATFORM: PS4/PS3 DIFFICULTY: 1/5 
TROPHIES: 17 #0^0 Y4 ^13 

■ WANT SOME EASY low-level Trophies? Set aside an hour or two and you 
get grab everything Unmechanical Extended has to offer... unfortunately, 
it’s not the most fun game in the world. To be honest, though, the puzzles 
are simple enough that you don’t need to apply too much mental effort, 
meaning that those two hours or so are going to be relatively stress-free. 
There are two endings in Unmechanical Extended - with a Trophy for 
each - but you can simply reload your save game once you’ve finished the 
game and choose the alternate ending from the same screen. Then, you’ll 
want to finish off the five bonus levels that form the 'Extended' part of the 
game’s title, and then do the same with again with both endings. There are 
missables in this game, so if you don’t have everything at this point, just fly 
on back through the whole game and get what you need - like we said, it’s 
an easy one and it won’t take you too long. 
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KICKBEAT 



PLATFORM: PS3/VITA DIFFICULTY: 5/5 
TROPHIES: 15 5 0 “f 0 f 6 I 9 

■ RHYTHM GAMES ARE never easy for Trophies. And neither are 
fighting games, right? So a rhythm-based fighting game was always 
going to be hellish. There’s a simple solution to getting everything 
in this game, and that’s basically to get really, really good at it. Start 
the story mode on Hard (throw yourself in at the deep end) and at 
least get the Bronze Trophies for that. Then bump it up to Expert, 
grab another Trophy, and start playing the real game on Master. Get 
used to how the game works without the prompts and this becomes 
a bit more realistic. But really, all this other stuff is just training you 
for Survival mode: surviving ten tracks in there will be the hardest 
Silver Trophy you’re ever likely to unlock. 



map, if that helps. Once you hit Level 5-4, you 



"IFTHE MAP SAYS 
GO ONE WAY, THEN 
MAKE DAMN SURE 
THAT YOU GO THE 
OTHER WAY” 



should be able to go back through the whole game 
and pick up anything you missed (thanks to the 
Metroidvania-esque layout). Complete Level 5-5 - 
which we recommend in you tackle in co-op mode 
- then start mopping up the speed-run Trophies. 

If you’re playing cooperatively, then you’ll net a 
couple of extra Trophies en route to the end, but if 
you’re not, just power up another DualShock and 
you’ll get them with minimal effort. 



PLATFORM: PS3/VITA DIFFICULTY: 2/5 
TROPHIES: 17 #0T0Y2 "fl5 

■ SO YOU’RE GOING to want to jump into this game and basically do a 
speed-run through it for the first few hours - just focus on clearing the 60 
levels and do your best to purchase the ‘Mexican Avenger' costume and the 
‘Master of Arms' artifact. This will help you smash through the game. Once 
you've completed the campaign (netting yourself 15 Bronze Trophies in the 
process), you can focus on clearing the bonus stages for half of the game's 
Silver rewards and then - if you really want to - you can play through the 
whole game again on a harder difficulty and to get the ‘Grand Dragon' Trophy 
and claim that final Silver. 






CHARIOT 



PLATFORM: PS4/PS3 DIFFICULTY: 3/5 
TROPHIES: 37 5 1 ^ 3 ! 19 14 

■ THERE’S A GOLDEN rule for Trophy hunters in 
Chariot - if the map says go one way, then make 
damn sure that you go the other way. Reveal 
everything on your first playthrough, and make 
sure to collect any skulls or blueprints that reveal 
themselves en route - there are three skulls per 



RUNG FU RABBIT 
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PL/fr^PLUS JOIN THE PLAY COMMUNITY 



Get involved in the brand new Play PS4 community where you can join our game 
sessions, share screens and connect with other PlayStation fans! 




■ THE PS4’S LATEST update added the new 
Community feature and we’ve created our very 
own Play community for you to join! That 
means a message board for us all to chat and 
share awesome screenshots, and the ability to 
join parties and games set up by us and other 
members of the community. 

The only problem with the new Community 
feature is that Sony hasn't yet added the ability 
to search for communities that you want to join, 
which makes it far harder to find them than it 
should be. Don’t worry, though, we’ve got you 
covered. We’ve got an easy way for you to find 
and join us: just follow the steps below and you’ll 
be with us in no time! 




I So, in light of the oversight, we’ve found a way 
to search for us anyway. Start up your PS4 and 
head over to your friends list. Highlight the Search 
option and search for ‘Play_Mag_UK’. 




2 Select our magazine profile - you can’t miss 
it, it has a grinning character from Loco Roco 
as its picture - and navigate your way down to the 
‘communities’ option. 
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3 You'll then see the Play Mag UK community. 

Select the community and hit X, you will 
be taken to the page. Then you just need to press 
X again to join us! 




Once you're in, you can get sharing your best 
moments on the Community Wall, find other 
players to join games with you, and get involved in 
any game sessions we have set up. 




YOUR BEST 
MOMENTS 



We’ll be giving a free game to 
the best shot we’ve seen you lot 
share on our Community wall 
every month. Get sharing! 





Congratulations to sickendogg666 who wins a 
free game for this brilliant shot captured when 
The Witcher 3: Wild Hunt started bugging out. 
We particularly like the guy on the left who looks 
like he’s choking himself. Keep the 

great shots coming, people! 







JUSTA 

SCORE 



Follow Play Mag_UK today 
to see our latest scores 



IF YOU WANT M TO KNOW WHAT A GAME SCORED THEN THESE PAGES ARE FOR YOU 



LET’S PLAY., 

VITAGAMES 




LJKEAIBIGES 

SOUL SACRIFICE DELTA 

# While I still lament 
the lack of an actual 
Monster Hunter 
game on Vita, many of its 
clones are surprisingly good. 
SSD is the best of the bunch 
forme, but I’m a sucker for 
that sweet gothic art style. 




UAMWARR 

SENRAN KAGURA: BON APPETIT! 

# Pro tip: Don’t spend a 
two-hour journey on 
the train in Germany 
(while knocking back a few 
‘train beers’) playing this 
Marvellous rhythm-action 
game sat next to an innocent 
German grandmother. 






•i 



DREWSL£EP 

PERS0NA4G0LDEN 

# 1 love everything 
about this game. 

It’s perfect. The 
only downside was actually 
finishing it and remembering 
that the Investigation Team 
are videogame characters 
and not my actual friends... 




FWULWALKER-EMIG 

HOTLINE MIAMI 

# lt’s a testament to my 
love for Hotline Miami 
that it’s the only 
game I’ve ever bothered to get 
the Platinum for. I maintain 
that it is one of the greatest 
action games of all time; it 
might even be my favourite. 



PS4 



GAME 

Alien: Isolation 

Assassin’s Creed Chronicles: China 

Assassin’s Creed IV: Black Flag 

Assassin’s Creed: Unity 

Axiom Verge 

Batman: Arkham Knight 

Battlefield 4 

Battlefield Hardline 

Blood borne 

Bound By Flame 

Call Of Duty: Advanced Warfare 

Call Of Duty: Ghosts 

Child Of Light 

CounterSpy 

Daylight 

Dead Nation: Apocalypse Edition 

Dead Or Alive 5: Last Round 

Destiny 

Destiny: House Of Wolves 

Destiny: The Dark Below 

Destiny: The Taken King 

Devil May Cry 4: Special Edition 

Diablo III: Reaper Of Souls 

Disney Infinity 2.0 

Don’t Starve 
Dragon Age: Inquisition 
Dragon Ball Xenoverse 
Driveclub 
Dying Light 

Dynasty Warriors 8 XLCE 

EA Sports UFC 

Ether One 

Everybody’s Gone To The Rapture 

Evolve 

FI 2015 

Far Cry 4 




FIFA 15 

FIFA 16 

Final Fantasy Type-0 

Final Fantasy XIV: A Realm Reborn 

Game Of Thrones: Iron From Ice 

Geometry Wars 3: Dimensions 

God Of War III Remastered 



IGSUE 

249 

237 

237 
251 
256 
258 

238 
256 
256 
245 

251 
238 

244 

248 

245 

242 

254 

249 
258 

252 
262 
258 

248 

249 
240 
251 

255 

250 
254 

243 

246 
258 
261 
254 
260 

251 



SCORE 



249 

262 — 

255 

243 

253 

252 

260 



Grim Fandango Remastered 254 

Guilty Gear Xrd -SIGN-* 253 

Hohokum 248 

Hotline Miami 2: Wrong Number 255 

inFamous: First Light 249 

inFamous: Second Son 242 

JStars Victory VS+ 260 

Kilizone Shadow Fall 238 

Kilizone Shadow Fall: Intercept 246 

King’s Quest: A Knight To Remember 261 

Knack 238 

Lara Croft And The Temple Of Osiris 252 

Lego Batman 3: Beyond Gotham 252 

Lego Marvel Super Heroes 238 

Lego Jurassic World 258 

Lego The Hobbit 244 

LittleBigPlanet 3 251 

Lords Of The Fallen 251 

Madden 16 262 

Mad Max 262 

Mercenary Kings 244 

Metal Gear Solid V: Ground Zeroes 242 

Metal Gear Solid V: The Phantom Pain 261 

Middle-earth: Shadow Of Mordor 250 

Mortal KombatX 257 

Murdered: Soul Suspect 246 

N++ 261 

NBA2K15 250 



GAME ISSUE SCORE 

Need For Speed Rivals 238 

NHL 15 249 - — 

Octodad: Dadliest Catch 244 — — 

Outlast 241 

RES 2015 250 — 

PES 2016 262 — - 

Plants Vs Zombies: Garden Warfare 248 

Project Cars 258 — 

Resident Evil HD 253 

Resident Evil Revelations 2 256 

Resogun 238 

Resogun Heroes 247 

Rocket League 260 — — 

Rogue Legacy 248 

Rory Mcliroy PGA Tour 260 — — 

Shovel Knight 258 — 

Skylanders Swap Force 238 

Skylanders Trap Team 250 

SOMA 262 

Strider 242 — 

Super Time Force Ultra 262 — — 

Switch Galaxy Ultra 253 

Tales From The Borderlands: ZerO Sum 252 — — 

Tearaway Unfolded 262 

Teslagrad 253 — — 

The Amazing Spider-Man 2 245 — — 

The Binding Of Isaac: Rebirth 251 

The Crew 252 — — 

The Evil Within 250 



The Order: 1886 

The Vanishing Of Ethan Carter 



PS3 



007 Legends 

2014 FIFA World Cup Brazil 

3D Dot Game Heroes 

50 Cent: Blood On The Sand 

Ace Combat: Assault Horizon 

The Adventures Of Tintin 

Afro Samurai 

After Burner Climax 

Agarest: Generations Of War 

Agarest: Generations Of War 2 
Agarest: Generations Of War Zero 
Age Of Booty 
Air Conflicts: Secret Wars 
Alice: Madness Returns 
Alien Breed: Impact 
Alien Breed 2: Assault 
Alien Breed 3: Descent 
Aliens: Colonial Marines 
Aliens Vs Predator 
All Zombies Must Die! 

Alone In The Dark 
Alpha Protocol 
Amy 

Anarchy: Rush Hour 



254 

260 



Thief 241 

Tiny Brains 240 

Titan Souls 257 

Transistor 245 

Transformers: Rise Of The Dark Spark 247 

Trials Fusion 244 

Ultra Street Fighter IV 258 

Until Dawn 261 

Valiant Hearts 247 

War Thunder 239 

Watch Dogs 245 

Warriors Orochi 3 Ultimate 249 

Wolfenstein: The New Order 245 

Wolfenstein: The Old Blood 258 

WWE 2K15 252 




225 

244 

192 

177 

211 

212 

177 

193 
187 
223 
209 

172 
208 
207 
196 
201 
204 
230 
189 

214 

173 

193 

215 

194 



GAME ISSUE SCORE 

Ape Escape 208 

Aquapazza: Aquaplus Dream Match 239 

Aqua Panic 193 — — 

Arcana Heart 3 207 

Armageddon Riders 207 — — 

Armored Core: For Answer 173 — 

Armored Core 4 153 — — 

Armored Core V 217 — 

Army Of Two 164 

Army Of Two: The 40th Day 188 — 

Army Of Two: The Devil’s Cartel 231 — — 

Assassin’s Creed 161 

Assassin’s Creed II 186 

Assassin’s Creed III 225 

Assassin’s Creed: Brotherhood 199 

Assassin’s Creed: Revelations 212 

Assassin’s Creed: Rogue 251 

Asura’s Wrath 216 

Atelier Ayesha: The Alchemist Of Dust 230 — — 

Atelier Rorona: The Alchemist Of Arland 198 

Backbreaker 193 

Back To The Future: It’s About Time 204 — — 

The Baconing 210 — — 

Band Hero 187 — — 

Batman: Arkham Asylum 183 

Batman: Arkham City 211 

Batman: Arkham Origins 237 

Battle Fantasia 176 

Battlefield 1943 182 

Battlefield: Bad Company 168 

Battlefield: Bad Company 2 190 

Battlefield 3 212 

Battleship 219 

Bayonetta* 187 

The Beatles: Rock Band 184 

Beat Hazard Ultra 213 

Beat Sketcher 201 

Beyond Good & Evil HD 207 

Beyond: Two Souls 236 

Binary Domain 216 — — 

Bionic Commando 179 

Bionic Commando Rearmed 169 

Bionic Commando Rearmed 2 203 — — 

BioShock 172 

BioShock 2 189 

BioShock Infinite 230 

Birds Of Steel 217 

BlackSite 163 

Blade Kitten 197 

Bladestorm: The Hundred Years’ War 160 — — 

BlazBIue: Calamity Trigger 190 

BlazBIue: Continuum Shift 198 

Blazing Angels 151 

Bleach: Soul Resurreccion 209 — 

Blitz: The League II 172 — 

Blokus 202 

BloodRayne: Betrayal 211 — — 

Blur 193 

Bodycount 210 — — 

Bomberman Ultra 185 

Borderlands 185 

Borderlands 2 223 

Borderlands: The Pre-Sequel 250 — — 

The Bourne Conspiracy 168 

Braid 188 

Brink 206 — — 

Brothers: A Tale Of Two Sons 233 

Brothers In Arms: Hell’s Highway 171 

Brutal Legend 185 

Bulletstorm 203 

The Bureau: XCOM Declassified 235 — — 

Burnout Crash 211 

Burnout Paradise 162 

Burn Zombie Burn 178 

Buzz! Quiz TV 168 

Buzz! Quiz World 185 

Calling All Cars 155 

Call Of Duty 3 151 
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THIS MONTH’S 
NEW ENTRIES 

The newest games, freshly 
squeezed among all your 
old favourites 



FIFA 16 

Destiny: The Taken King 

Mad Max 

PES 2016 

Tearaway Unfolded 

SOMA 

Madden 16 

Super Time Force Ultra 



JUST A SCORE 

GIVE YOUR SCORESoFOLLOW OUR SCORES 



O It’s completely free 

O Get the latest review scores 
O Get involved with the team 

O Give your opinion instantly 



O Like and share scores 

O Score anything in the world 

O Follow a range of scorers for 
your favourite topics 



GAME 



ISSUE SCORE 



Call Of Duty: World At War 173 

Call Of Duty 4: Modern Warfare 160 

Call Of Duty: Modern Warfare 2 186 

Call Of Duty: Modern Warfare 3 212 

Call Of Duty: Black Ops 199 

Call Of Duty: Black Ops II 226 

Call Of Juarez: Bound In Blood 181 

Call Of Juarez: Gunslinger 232 

Call Of Juarez: The Cartel 208 

Captain America: Super Soldier 208 

Castle Crashers 200 

Castlevania: Harmony Of Despair 212 

Castlevania: Lords Of Shadow 197 

Castlevania: Lords Of Shadow 2 241 

Carnival Island 213 

Catan 195 

Cat^ 2 208 

The Cave 230 

Catherine 215 

Chronicles Of Riddick: Assault On Dark Athena 178 
Child Of Eden 211 

Chime Super Deluxe 203 

Civilization Revolution 168 

Clash Of The Titans 193 

Clive Barker’s Jericho 159 

The Club 163 

Colin McRae: DiRT 158 

Colin McRae: DiRT 2 184 

Command & Conquer: Red Alert 3 178 

Commander’s Challenge 185 

Command & Conquer 175 

Conan 160 

Condemned 2 165 

Costume Quest 199 

Counter Strike: Global Offensive 223 

Crash Commando 174 

Crash Time 4: The Syndicate 218 

Crazy Machines Elements 210 

Create 199 

Critter Crunch 188 

Cross Edge 182 

Crystal Defenders 184 

Crysis 2 204 

Crysis 3 230 

Cubixx HD 207 

The Cursed Crusade 211 

Damnation 181 

Damage Inc: Pacific Squadron WWII 223 

Dance Dance Revolution 201 

Dante’s Inferno 189 

Dark Mist 164 

The Darkness 154 

The Darkness II 215 

Dark Sector 165 

Dark Souls 211 

Dark Souls II 242 

Darkstalkers Resurrection 230 

Dark Void 188 

Darksiders 188 

Darksiders II 221 

DC Universe Online 202 

de Blob 2 203 

Dead Or Alive 5 223 

Dead Island 210 

Dead Island: Riptide 231 

Dead Rising 2 197 

Dead Rising 2: Off The Record 211 

Dead Space 172 

Dead Space 2 201 

Dead Space 3 228 

Dead Space: Extraction 203 

Dead Space: Ignition 199 

Dead To Rights: Retribution 192 

Deadly Premonition: The Director’s Cut 231 

Dead Nation 201 

Deadpool 233 

DeathSpank 195 

Def Jam: Icon 151 



GAME ISSUE SCORE 


GAME ISSUE SCORE 


D6f Jam Rapstar 199 


Ngnt iNignt Kouno o loi — 

Fight Night Round 4 181 

Final Fantasy XIV: A Realm Reborn 236 

Final Fantasy XIII 190 


Demon’s Souls 193 

Destroy All Humans!: Path Of The Furon 178 

Derrick The Deathfin 227 

Deus Ex: Human Revolution 209 


Final Fantaw XIII-9 


rllldl rallLaby Alll ^ 

Final Fantasy XIII: Lightning Returns 240 

Fist Of The North Star: Ken’s Rage 198 — — 


Devil May Cry HD Collection 217 


Fist Of The North Star: Ken’s Rage 2 230 

Fliaht Pnntml HD 1QR 


DiRT 3 206 — — 


r iigi iL oui iLi ui ni_j 170 

Pln/^LI 17Q 


rlOCK! 1/Z7 

Folklore 158 — — 


Disgaea3: Absence Of Justice 175 

Dishonored 224 

Disney Infinity 235 


Front Mission Evolved 198 — — 

Frogger: Hyper Arcade Edition 221 

From Dust 211 

Fuel 180 

Full Auto 2: Battlelines 151 — 

Fl ic:p 


DJ Hero 2 198 

Doctor Who: The Eternity Clock 220 — 


rubt; 


LJOOm O. orUi qQItIOI*! 

Double Dragon Neon 224 — — 


vidmc V/T 1 nronco ^£\j 


VjidLIII Ig Vji^dl b C\J t 

^Anii" Dsiwc THa RIsiHo 1^1 


Dragon Age: Origins 186 

Dragon Age II 203 — — 


viciljl. L/dyb v/l 1 lie DidUc 

Ghost Recon Advanced Warfighter 2 157 


Ghost Recon Future Soldier 219 


Ghostbusters: The Videogame 180 

Gl Joe 183 

Thp HnHf^^fhpr 1 R 1 — 


Dragon Ball: Raging Blast 186 


Dragon’s Crown 235 

Dragon’s Dogma 218 


1 Me VjUUIdLMei im 

ThA II 1753 


1 ne viouTdiner ii i/o ^ 

God Of War 1 1 1 190 




nf W 211 *" Ac/^Ancinn 7^0 


D&D: Chronicles Of Mystara 233 

Dungeon Siege III 206 

nuctMA 


\JKJU \Jl Wdi. MoCeilolUil ^OV/ 

God Of War Collection* 188 

God Of War Collection: Volume II 210 

^Tho r3nlfH^n r^nmn^^^ 1A9 


L/USl 

Dynasty Warriors: Gundam 3 208 

Dynasty Warriors 6: Empires 181 — — 

Dynasty Warriors 7: Empires 230 — — 

Dynasty Warriors 8 234 

EA Sports Active 2 200 

FA Clom Tiarimic OIF 


1 1 le vjuiUel 1 OUI 1 l|Jdbb lO^ 

GoldenEye 007: Reloaded 213 - — 

Gotham City Imposters 216 — — 


Gran Turismo 5 200 

T”i ir'icrnn A 9*3Q 


Vjl dl 1 1 UI Ibl 1 lU O ^07 

Grand Theft Auto IV 166 — 




QM oports vjianQ oi 3 rn iGnnis 




EA Sports MMA 198 — — 





Eat Lead 178 — - — 




echochrome 169 


r'r\r-r-\ 1 Q1 


echochrome II 202 ^ — 

EDF: Insect Armageddon 208 — 

The Elder Scrolls IV: Oblivion 152 


ureeo uorp lyi 

risiw” D/^^lr RsinH 1 QA. 


vareeii L/dy. i\uuiv Ddiiu 174 

HriH 9 9'39 




\jir iLi ^ ^ 0 ^ 


1 ne tiuGi ocroiis ¥■ oi^rim — — 

Elefunk 170 

El Shaddai: Ascension Of The Metatron 208 


viriu Autosport ^4o ■ 

PTIPhihj. 17/1 ^ 


Ui I 1 UIUD+ 1/4 

GTA: Episodes From Liberty City 191 


Enchanted Arms 152 

Enslaved: Odyssey To The West 197 


Guardians Of Middle^earth 227 

Guitar Hero III 160 




Epic Mickey 2: The Power Of Two 226 — 


Guitar Hero 5 184 — — 

Guiter Hero: Aerosmith 168 


CLciildl OUildLd ±/Q 

Fiifinri?! 


Guitar Hero Greatest Hits 182 — — 


QUMUI Id 


IUIa4w«IIS^<« 170 


Lverybody s uoit o loo — — 


viuiter Hero Metdiiicd i/y 

Pi lifoi- \/on Uloli^n 1 QO 


EvGrybody s Golfi World Tour 165 

Explodemon 203 


Uauitar nero. van naien loy — 

Guitar Hero: Warriors Of Rock 197 


Eye Of Judgment 159 — 

EyePet 185 

FI OHIO 00^3 


Guitar Hero World Tour 173 


Gundemonium Collection 197 

Pi inffoK 1Q1 


FI Race Stars 226 — 


Uaunstar neroes loi 

Harry Potter And The Half-Blood Prince 182 - — 


FaceBreaker 170 


Harry Potter And The Order Of The Phoenix 155 


Faiiy Fencer F 250 


Haze 167 




Heavenly Sword 157 


raiiout. iMew Vegas ly© — — 


nedvy t\din i07 


Fsmily Guyi BsckToTho MultivorsG 227 


Heavy Weapon 187 


hantastic hour: Kise ut i he biiver burrer loo 

Fok r^y-M O 170 


Heroes Over Europe 184 

1— li'hrY^'arv Ak\c/^li 99^^ ^ 


r3r ury i/^ 

Far Cry 3 226 


niLiridii. MUboiULion 

Uifmsin un Tw\lr\a\i 


niimdn nu iriiogy 


Fsr Cry 3i Blood Drsgon 231 

Fat Princess 183 


Homefront 203 

XhA U/\iicA nf XhA riAsrl A 0153 


Fatal Inertia EX 168 — — 

FEAR 151 


1 ne nouse vT i ne uedu ^ ^lo 

The House Of The Dead: Overkill 212 

Uim^Arl" XhA riArvirtn’c P/^rwA 9ri7 


nunieu. i ne L/emon s roige £\jt 

Ui l/ir-irrr* IQP 


htAK rroject urigin i/b — 

PPAP 


nustie rxings lyu — 

Hyperdimension Neptunia 202 

lAmAliwp 917 — 


rQ/\r\ O £\JO 

FIFA 1*3 99^3 — — 


r 1 rM J.O 

PIPA 1A 


IMiriMMVt; ^1/ 

Ico & Shddow Of The Colossus HD 210 ^ 


CICA /OA1 ON 017 


II 9 Qfi ii-mrw/iL'- Dii-Hf Pf 1Q*3 


r 1 r A otreet (^lUl^) ^il/ 


iL-^ oturmoviK. biros ut rrey loo 


hinai hignt. uouDie impact ibo — 

Tki/^ inn 


\ ne increciiDie huik loo 

inFamous 180 


inerignt lyy — — 

Fight Night Champion 203 


inrdmous ^ £\jt 



^denotes import review 



TOPTEN 

DOGS 




DD MGSV: The Phantom Pain 




PaRappa The Rapper 




Toby Sherlock Holmes series 




Dogmeat Fallouts 




Riley Call Of Duty: Ghosts 




Koromaru Persona series 




Einstein Back To The Future 




Sparky South Park: TSOT 
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JUSTA 



SCORE 



PLAY’S BEST 
GAMES 
IF YOU LOVE... 




BRILLIANT GAMES 
PLAY: THE LAST OF US 
REMASTERED 

One of the best games on PS3 
is unsurprisingly also one of 
the best games on PS4 in its 
remastered guise. If you 
haven’t played it yet, what are 
you thinking? Get it done. 




GETTINGTECH 
PLAY: DEVIL MAY CRY 4: 
SPECIAL EDITION 

Speaking of remasters, the 
special edition of Devil May 
Cry4 \s a great option for 
anyone who likes technical 
action games, spawned as 
the series is from the mind of 
Kamiya. 




GRINDING 

PLAY: BORDERLANDS 2 

Full of varied weapons and 
items. Borderlands 2 is a 
treasure for anyone who loves 
grinding for loot. If you’re not 
that kind of person, it’s still a 
fun co-op shooter. 




CATCHING UP 
PLAY: THE JAK AND 
DAXTER COLLECTION 

If you missed out on the 
JakAnd Daxterseues, the 
collection that includes the 
three mainline games in the 
much-loved platforming series 
running at GOfps is perfect. 




BIRDIES 

PLAY: EVERYBODY’S GOLF 

Who doesn’t like Everybody’s 
Golf? It’s for everybody, after 
all. There is a new Everybody’s 
Golf in development for PS4, but 
that’s no reason not to play the 
brilliant Vita release. 



GAME ISSUE SCORE 


GAME ISSUE SCORE 

k/lotal Hoar ClnliH A 1(=i7 __ 




IVieidl vaedl oUlIU H ID/ — 

Metal Gear Solid HD Collection 91a 




Metro: Last Light 231 — — 






Michael Jackson: The Experience 205 




IVIICrODOt 2U2 

Midnight Club: Los Angeles 173 




James Bond 007: Blood Stone 199 — 


iviinujacK 

Minecraft 240 


James Cameron s Avatar. The Game 187 


Mini Ninjas 184 — ^ — 




Mirror s edge i/o — — 

MLB: The Sliow 14 245 




ModNation Racers 192 


Jurassic Park: The Game 194 — — 


Monkey Island 2: Special Edition 195 

Mortal Kombat 205 

Mortal Kombat Vs DC Universe 173 — — 

MotoGP13 233 

Motorhead 173 


Just C3USG 2 190 








MotorStorm 151 ^ 








MotorStorm: Apocalypse 203 


Kilizone 3 202 


IVIULUrOLiJrill- rdClllv# l\IIL 4/^ 

Mud: FIM Motocross Championship 217 

MX Vs ATV Alive 206 

MY \/c AT\/ RdfIdY IRQ 






IVIA Vo /Al V rAcMcX 10“ 


Kingclonis Of Anidlui . Reckoning 215 

The King Of Fighters XII 182 


Naruto: Ultimate Ninja Storm 174 — 


Naruto Shippuden: UNS Generations 217 

Msinifn Rhinniirldn- 1 IMR 9 990 — 


1 1 IG Kirly Ul rigi iLtJrb Alll ^lo 


iNaruto onippuQen- uino ^ 

Naughty Bear 195 — — 

NBA2K12 211 

MDA Ql/IQ OOA 




Kung Fu Rider 196 — 


LA Noire 206 


INDA2I\1o 224 ^ — 

NBA Jam 200 — 

NBA Street" Homecourt 151 




Need For Spccdi Hot Pursuit 199 












msmt 


Legendary 173 


Hpygj 


Lego Batman 173 — — 

Lego Batman 2 221 — — 


Need For Speed ProStreet 161 

MooH Pnr QnooH ^hiff ^ — 




iNeeu ror opeeu oiiiil io4 

Need For Speed: The Run 213 — 

Need For Speed Undercover 173 


Lego Indiana Jones: The Original Adventures 167 — — 


Lego Indiana Jones 2: The Adventure Continues 187 


INcVciL/caCI 

Nier 192 — 

Ni No Kuni: Wrath Of The White Witch 227 


Lego Pirates Of The Caribbean 206 

Lego Rock Band 187 

Lego Star Wars: The Complete Saga 160 


NHL 12 210 

MUI 19 999 


Lego otar wai^ iii. i ne trione wai^ ^U4 — — 


[N n L lo 

NiGHTS Into Dreams... 224 

Ninja Gaiden Sigma 154 


Lego The Lord Of The Rings 227 — — 

Leisure Suit Larry: Box Office Bust 180 — — 


Limbo 209 — — 

1 it+loRioPlanol- 179 


Ninja Gaiden Sigma 2 184 — 

Ninja Gaiden 3 217 — 

Ninja Gaiden 3: Razor's Edge 231 


LimeDigrianei i/t 


LittleBigPlanet: Karting 225 


iNuuy iNuuy Duy ±i / 

No More Heroes: Heroes Paradise 206 — 


Lollipop Chainsaw 221 




London — — 

The Lord Of The Rings: Aragorn’s Quest 199 — 

The Lord Of The Rings: Conquest 175 

The Loitl Of The Rings: War In The North 213 


Nucleus 155 

Okami HD 225 

One Piece: Pirate Warriors 224 — 

Operation Flashpoint: Dragon Rising 185 

Operation Flashpoint: Red River 205 


LObL r IdllcL ^ 


Lost Kianet <5 ^<50 


The Orange Box 161 


Lost Planet: Extreme Condition 163 — 


uutidnci 2U/ 


Luinines Supernova 178 


vyuLrxui 1 'yi 1111 ic mi L/dUc:; low 


Madagascar 3 224 

MarlrlAn MCI OHQ — ^ _ 


uverioru 11 loi — 

Phamninnehin FHifinn QY 9Q1 


Macicien iNrL Jjc 

Madden NFL 13 223 — — 


r dU IVIdl 1 01 Idl 1 ipiUI Ibl lip QUILIUI 1 LJA ^\J1 ^ 

Pain 183 — 


Macicien iMrLArcacie loo 


rdyOdy. I ne neist 210 

Dawrisiif 9 99R ^ _ 


iviao Kioers 


xayuay 2 


Matia II lyb — — 


reggie loy — — 


1 VI Au loy “ 

Magic: Duels Of The Planeswalkers 202 


,1., ,mm ^ 




Magic: Duels Of The Planeswalkers 2012 208 — — 

Majin And The Forsaken Kingdom 199 — — 

IVyioKx/^l \/c 0 1QO 






ividivei vb odpcoin ^ lO^ 

Marvel Vs Capcom 3 202 


persons 4 Arene uitimsx 2b\j 

DCC 9H19 9in « 


Ktb 2U12 21U 


Marvel Ultimate Alliance 151 


PixelJunk 4am 220 

1. .mI.t ICQ 


Marvel Ultimate Alliance 2 loo — 

Do\/r4ia Q 01Q 


KixeiJunk Lden loy — 

PiypI li inU Qhnnfpr 1R7 — 


iviax rayne o 


r lAcUUIIrx Ol iL/L/LUf ±0/ 

DSvaI liml^ 9 9Q^ 




rixeiJUiiK onooier 2 £\j^ 


IVI dbb C.I leL/L O — 


r ixeuunK oioeooroiier 210 


Meciai sjT Honor lyo 


PixelJunk Racers 160 ~~ 

Dlorw^f K^IrtlrmlF 1Q^ 


Medal Of Honor Airborne 161 

Medal Of Honor: Warfighter 225 


rianet iviinigoii lyo 

PlayStation All-Stars Battle Royale 225 

Dlo\/Cfof inn Ulni-nnc OC\A 


iviegd Man y i/^ 


r idyoidiion Move neroes 2U4 

DnlxAi- K.ISmU4> 7 777 


Mega Man lu iy2 — — 


KOKer iMignt 2 202 


Mercenaries vvoria in h lames i/i 


Port Royale 3: Pirates & Merchants 224 








Prince Of Persia 174 

Prince Of Persia: Classic 173 

Prince Of Persia: The Forgotten Sands 193 — — 







GAME 



ISSUE SCORE 



Prince Of Persia Trilogy 

Prison Break: The Conspiracy 

Prototype 

Prototype 2 

Puddle 

The Punisher: No Mercy 

Puppeteer 

Pure 

Puzzle Chronicles 

Puzzle Dimensions 

Puzzle Quest Galactrix 

Quantum Conundrum 

Quantum Of Solace 

Quantum Theory 

Race Driver: GRID 

Rachet & Clank: Q-Force 

Rag Doll Kung-Fu: Fists Of Plastic 

Rage 

Rainbow Moon 

Rainbow Six Vegas 

Rainbow Six Vegas 2 

Range 

Ratchet & Clank: A Crack In Time 

Ratchet & Clank: All 4 One 

Ratchet & Clank: Tools Of Destruction 

Ratchet & Clank Trilogy HD 

Rayman Legends 

Rayman Origins 

Red Dead Redemption 

Red Faction: Armageddon 

Red Faction: Guerrilla 

Remember Me 

Renegade Ops 

Resident Evil Chronicles HD Collection 

Resident Evil Code Veronica X 

Resident Evil: Operation Raccoon City 

Resident Evil: Revelations HD 

Resident Evil 4 HD 

Resident Evil 5 

Resident Evil 6 

Resistance: Fall Of Man 

Resistance 2 

Resistance 3 

Resonance Of Fate 

Retro City Rampage 

Ridge Racer 7 

Ridge Racer Unbounded 

Riff: Everyday Shooter 

Rise Of The Argonauts 

Risen 2: Dark Waters 

Risen 3: Titan Lords 

Risk: Factions 

Rock Band Blitz 

Rock Band 

Rock Band 2 

Rock Band 3 

Rocksmith 

Rogue Warrior 

Rugby World Cup 20U 

Rune Factory Oceans 

RUSE 

The Saboteur 

Sacred 2: Fallen Angel 

Sacred 3 

Saints Row 2 

Saints Row: The Third 

Saints Row IV: Gat Out Of Hell 

SBK Generations 

Saint Seiya: Sanctuary Battle 

Sam & Max: The Devil’s Playground Epl 

Sam & Max: The Devil’s Playground Ep2 

Savage Moon 

Saw 

Saw II: Flesh & Blood 

The Secret Of Monkey Island SE 

Sega Rally Online Arcade 

Sega Mega Drive Ultimate Collection 

Section 8: Prejudice 

SBK 2011 

SBK Generations 

SBK X: Superbike World Championship 

Sega Rally 

Sengoku Basara: Samurai Heroes 

Shadows Of The Damned 

Shank 

Shatter 

Shaun White Skateboarding 



200 

191 

181 

219 

216 

182 

236 

171 

194 

208 

181 - — 
221 

175 

197 

167 

227 

179 

211 — 
221 - — 

155 

164 

203 

186 

211 

160 

221 

235 

212 

193 

207 — 

180 

232 — 

211 

221 

211 

217 

232 

210 

177 

223 

151 

173 

210 

191 

228 

151 

217 — 

162 

176 

222 

248 

202 

223 

169 

179 

199 

223 

188 

209 

220 

197 

187 — 

180 

247 

172 

211 

253 — 

220 

216 

194 

194 

175 

186 

198 — 

195 

208 

177 

209 

206 

220 

193 — 

158 

198 

207 

197 

183 

198 
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GAME 

Shaun White Snowboarding 

Shellshock 2: Blood Trails 

Shift 2: Unleashed 

Shoot Many Robots 

Silent Hill: Downpour 

Silent Hill HD Collection 

Silent Hill: Homecoming 

The Simpsons Arcade Game 

The Simpsons Game 

The Sims 3 

The Sims 3: Pets 

SingStar 

Singularity 

Siren Blood Curse 

Skate 

Skate 2 

Skate 3 

Skullgirls 

Sleeping Dogs 

The Sly Collection 

Sly Cooper: Thieves In Time 

Sniper Elite V2 

Sniper: Ghost Warrior 

Sniper: Ghost Warrior 2 

SOCOM: Special Forces 

Sonic The Hedgehog 4: Episode 1 

Sonic The Hedgehog 4: Episode 2 

Sonic & Sega All-Stars Racing 

Sonic & All-Stars Racing Transformed 

Sonic Generations 

Sonic The Hedgehog 

Sonic Unleashed 

Sorcery 

SoulCalibur IV 

SoulCalibur V 

South Park: The Stick of Truth 

Spec Ops: The Line 

Spider-Man 3 

Spider-Man: Edge Of Time 
Spider-Man: Shattered Dimensions 
Spider-Man: Web Of Shadows 
Spin Jam 
Splatterhouse 
Splinter Cell Double Agent 
Split/Second: Velocity 
Sports Champions 
Sports Champions 2 

ssx 

stacking 

Starhawk 

Star Ocean: The Last Hope International 

Star Trek 

Star Trek: D-A-C 

Star Wars: The Force Unleashed 

Star Wars: The Force Unleashed II 

Star Wars: Pinball 

Start The Party! 

Stormrise 

Stranglehold 

Street Fighter III: 3rd Strike Online Edition 

Street Fighter IV 

Street Fighter X Tekken 

Strength Of The Sword 3 

Super Puzzle Fighter II HD Turbo Remix 

Super Street Fighter IV: Arcade Edition 

Stuntman: Ignition 

Super Stardust HD 

Superstars V8: Next Challenge 

Superstars V8 Racing 

Super Street Fighter II Turbo HD Remix 

Super Street Fighter IV 

Supremacy MMA 

Switchball 

Swords And Soldiers 

Syndicate 

Tales Of Graces f 

Tales Of Monkey Island 

Tales OfXillia 

TalesOfXillia2 

Tekken 5: Dark Resurrection Online 

Tekken 6 

Tekken Tag Tournament 2 

Test Drive Ferrari Racing Legends 

Tetris 

Test Drive Unlimited 2 

The Amazing Spider-Man 



JUST A SCORE 

GIVE YOUR SCORESo FOLLOW OUR SCORES 



ISSUE SCORE 

173 

177 — 


GAME ISSUE SCORE 

The Testament Of Sherlock Holmes 224 

Thp WalUina npjiH 991 — 


1 lie VvdIKIIIg L^edU ^01 

The Walking Dead: Survival Instinct 231 

Thor: God Of Thunder 206 — - — 

Tiger Woods PGA Tour 14 231 — — 










Time Crisis 4 166 


216 

160 


Time Crisis: Razing Storm 199 — 

TimeShift 162 

TMNT: Turtles In Time-Re-Shelled 186 

TMA lrv^r-»o/^f 1 1“71 
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Tokyo Jungle 223 

Tom Clancy’s EndWar 173 

Tom Clancy’s HAWX 177 

Tnm Pl^inrw'c WAWY 9 1QA 








159 


lorn L/idriLy b riMVVA ^ i^o 


Tom Cldticy s Splintor CgII Blacklist 235 




Tom Clsncy s Splintor CgII Trilogy HD 210 

Tomb Raider 229 


218 — — 


Tomb Raider Trilogy 204 — ^ — 

Tomb Raideri Underworld 173 








Tony Hawk’s Project 8 151 — 

Tr\n\t UaiAfL’c Owr\ ClrsifAi- Un 999 




lony nawK s “ro oKaier nu ^^<9 

Tony Hawk's Proving Ground 160 — — 


206 


Tony Hawki Ride 188 




lUp VjiUll. ndlU LUL/K ^lO 


199 


Top Spin 3 168 

Top Spin 4 203 

Toy Story 3 lz95 




227 


Transformers: Dark Of The Moon 208 — 

Transformers! Fall Of Cybertron 223 








Transformers! War For Gybertron 194 

Trash Panic 181 






lllllc lOH- 

Trinity: Souls Of Zill O’ll 202 

Trinity Universe 194 — — 

Tron Evolution 200 


219 — — 






Tumble 198 








Turning Point: Fall Of Liberty 165 — — 

Ti irnL 1A9 




luroK loo 

Twisted Metal 216 — — 


1 Q"7 _ _ 


T\A/r\ \A/r\rlHc II 9H9 — _ 


ly/ — 

173 


iwo vvorios II ^Uo — 

UFC Undisputed 2009 180 

1 irP 1 lnHicr»i ifciH 9Hin 1Q9 — ^ — 


174 — 

pon — 


UrL/ unoispuieo ^uiu lyo 

UFC Undisputed 3 215 






lOO 


uiLimaie iviarvei vs L/apeom o ^i^ 

Ultra street Fighter IV 246 

Uncharted: Drake s Fortune 161 


1QA — — 


lyo — ^ — 




216 


Uncharted 3: Drake’s Deception 212 

1 InriAK Qiaota Of\7 


£\JO 

91Q — — 


UnUci OI6gc £\Jt 


^ly — 

190 - — 


uneartneo. iraii ut ion Danuta. t.pi 

The Unfinished Swan 225 


Ziol — 

15^Q — 


Unreal Tournament III 162 — 

Untold Legends: Dark Kingdom 151 

Valkyria Chronicles 173 

Vancouver 2010 189 — — 


loV 

1 71 — 


1/1 — 

199 - — 


ZlOU 


vanquisn ly/ — — 


196 

173 


viKing. tsattie ror Asgaro loo 

Virtua Fighter 5 151 

Virtue Fighter 5: Final Showdown 220 

Virtua Tennis 3 150 


159 - — 

209 — 


170 


Virtue Tennis 4 205 

Wakeboarding HD 195 

The Walking Dead: All That Remains 240 

The Walking Dead: 400 Days 234 

Wanted: Weapons Of Fate 179 — — 


217 — — 


234 — — 

10g 


207 — 


ID/ — 


vvarnammer ^u,uuu. opace ivianne ^ 


loo 

ion — 


WarriaWK ID/ — 


lyu — 

181 - - 


vvdiiiuib. Lcgci lub L/i iiuy 

Warriors Orochi 3 217 

\A/ofr'hmArv ThA FnrI Ic Mirth 199 


1^ 


vvdLLnrrien. i ne c.iiu ib iNigii loo ^ 

Way Of The Samurai 3 190 

\A/of 1 9A — — 


191 — — 

911 


^11 

191 

1QQ ^ 


vveL loH- 

WhAAlmAn 175^ 


vvneeiman i/o 

\ A/l<^/*\t*‘/*\ ^ThA \A/ilrl ^Thinrrc Aka 199 


lyy 

216 — 

222 


vvnere i ne vviia i nings Are loo — 

White Knight Chronicles 190 — — 

White Knight Chronicles II 207 

Who Wants To Be A Millionaire? 214 

VA/inFru if Wn 179 — ^ — 


190 






vvipLout nu 1 /^ 


i^;i 


WiZOrD £a£a£a 


iDl 

184 


vvoitenstein loo 

Wonderbook: Book Of Spells 226 

Worms Collection 224 

Worms 2: Armageddon 198 




221 - — 


ziUzi “ ~ 

203 — — 


Worms Ultimate Mayhem 217 ^ — 

WRC 3 FIA World Rally Championship — — 


991 — ' — 


WWF All 0C\A. — — 




VV VVC. MM oLdlb 

WWE Legends Of WrestleMania 178 





GAME ISSUE SCORE 

WWE 13 225 

X-Blades 178 




X-Men Destiny 

X-Men Origins: Wolverine 

Yaiba: Ninja Gaiden Z 
Yakuza: Dead Souls 
Yakuza 3 
Yakuza 4 

Zen Pinball 2 

Zombie Apocalypse: Never Die Alone 

Zone Of The Enders HD Collection 



211 — 

179 

242 — 

216 — 

191 

203 

224 

213 — 

226 




A- Men 

Army Corps Of Hell 

Assassin’s Creed III: Liberation 

Atelier Meruru: The Apprentice Of Arland 

Everybody’s Golf 

BlazBIue: Continuum Shift Extend 

Broken Age 

Call Of Duty: Black Ops Declassified 

Danganronpa: Trigger Happy Havoc 

Danganronpa 2: Goodbye Despair 
Dead Nation 
Destiny Of Spirits 

Dokuro 

Earth Defense Force 2017 Portable 

Escape Plan 

FIFA Football 

flOw 

Flower 

Gravity Grash 

Gravity Rush 

Hotline Miami 

Hustle Kings 

Joe Danger 

Kilizone: Mercenary 

LittleBigPlanet 

Little Deviants 

Lumines Electric Symphony 

MGS HD Collection 

ModNation Racers: Road Trip 

Mortal Kombat 

MotorStorm RC 

Muramasa Rebirth 

New Little King’s Story 

Ninja Gaiden Sigma Plus 

Ninja Gaiden Sigma 2 Plus 

Oddworld: Stranger’s Wrath HD 

Orgarhythm 

PlayStation All-Stars Battle Royale 

Persona 4 Golden 

PixelJunk Monsters 

Puddle 

Rayman Origins 

Reality Fighters 

Resistance: Burning Skies 

Ridge Racer 

Rocketbirds: Hardboiled Chicken 

Silent Hill: Book Of Memories 

Sorcery Saga: Curse of the Great Curry God 

Soul Sacrifice 

Sound Shapes 

Superfrog HD 

Super Monkey Ball: Banana Splitz 

Sumioni: Demon Arts 

Super Stardust Delta 

Tearaway 

Terraria 

Touch My Katamari 

Toukiden: The Age Of Demons 

Ultimate Marvel vs Gapcom 3 

Uncharted: Fight For Fortune 

Uncharted: Golden Abyss 
Unit 13 
Velocity Ultra 

Virtue Tennis 4: World Tour Edition 

Virtue’s Last Reward 

WipEout 2048 



217 B 

217 - — 

225 

221 — 

215 

216 

257 

227 

242 

249 

201 

244 

230 

230 

216 

216 

151 

176 

187 

219 

233 

216 

194 

236 

223 

215 — 

216 

221 

215 

219 

217 

234 

224 

217 

230 — 

214 

230 

225 

228 

163 

222 

216 

215 

219 

216 

212 

225 

240 

232 

223 

234 

224 

230 

216 

239 

232 

216 

241 

216 

227 

215 

216 — 

233 

215 

227 

215 



WHAT WE’RE 
PLAYING... 

Watch out! Games! 



WHAT 

(have they been playing?) 

Transformers 

Devastation 

WHY (was it chosen?) 

Because I have 
the touch 



LUKE ALBIGES 



O I WAS GENUINELY 
concerned that 
Devastation - one of my 
most anticipated games of 
this year - would turn out 
awful like Korra, but it turns 
out that I needn’t have 
worried at all. Platinum 
came good with a superb 
action game that displays 
an incredible level of love 
and respect for a franchise 
that defined my childhood 
and as I head into my 
fourth playthrough on the 
ludicrously tough Prime 
difficulty, I’m still finding 
new ways to be excited 
by the short-but-sweet 
campaign. Fun fact: the 
Transformers: The Movie 
soundtrack is on Spotify. 
You know what to do... 




WHAT 

(have they been playing?) 

MGS Hie 
Phantom Plain 

WHY (was it chosen?) 

It’s SO good 



^ PAUL 

^ WALKER-EMIG 

I LOVE THE MGS 

O games, so it’s no 

surprise that I’m having 
a brilliant time with The 
Phantom Pain. I could maybe 
do with a bit more of the 
characteristically bizarre and 
thematically heavy-handed 
storytelling that so many of 
MGS detractors hate, but the 
game itself is so good that 
I’m not going to complain too 
much about that. With DD 
or Quiet at my side and good 
equipment crafted courtesy 
of my team back at Mother 
Base, I’m progressing through 
smoothly and moving towards 
the game’s end. 
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RETRON5? ZX SPECTRUM JXD/ BOOKS? 

VEGA? BLAZE TAB? 



MOVIES? MERCHANDISE? CDs/ ACCESSORIES? 

SOUND 

TRACKS? 



M-ake sure your loved ones knoui uihat 
to buy you this Christmas f 

They can even use This code Tor 5% dlscounT : RETROCHRISTMAS 



HELCOME BACK TO RETRO 
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